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Yet another chance to win a Nintendo 
64 and some hard hitting games. \\ \\ 












Tomorrow Never Dies. Her Majesty's agai. |/z 
top spy returns to fight the world's {\' \\\ | 
worst Press Baron. And you can win \ Al 
again with some top prizes. - 
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A sneaky look at some emerging titles 
— Mischief Makers, Mace: The Dark 
Age, San Francisco Rush and MK 
Mythologies all get a look in. 
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Could this be even better than Mario 








12 issues (AUSS 


Send a cheque or money order made out to | Kart 64? A good looking preview of a : 

Nintendo Magazine System to: | good looking game. 

NMS Subscriptions, NDD, PO Box 199, | i... 
Alexandria NSW 2015. Or you can call | eee. ; gf 


(02) 353 0751 and order by credit card. 


Please allow four weeks for delivery. 





The big hitter has his eye on the 





Aatalyst Publishina Game Boy. 
All Rights Reserved. 

BEEBE EEE Ee 46 Slid th h 
Nintendo Co., Ltd. are the owners of the ae oes 
copyright in certain of the characters, artwork, Has the word:gone mage The SNES the corners at 
logos, scripts, trademarks and representations seems to have. | top speed in 
used in this publication. | this gravel and 
NINTENDO, NINTENDO ENTERTAINMENT BEEBE EERE ERB 50 dust N64 racer. 


SYSTEM, NES, GAME BOY, SUPER NINTENDO 
ENTERTAINMENT SYSTEM, VIRTUAL BOY, VB, {| Another six levels uncovered. 
NINTENDO 64, N64, SUPER NES, and SUPER | 

NES hie SCOPE are trademarks of Nintendo 
Co., Ltd. 


Competitions in this magazine are promoted by 
Catalyst Publishing, Level 28, Rialto 525 Collins Street, 
Melbourne, Vic 3000. Entry is open to residents of 
Australia & New Zealand with the exception of 
officers or employees (including immediate families) of 
the promoter, its advertising, sales promotion agency 
and printers. Entries close by the end of the working 
day Friday 30th Jannuary 1998 unless otherwise 
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stated. The winning names will be printed in a future | | S29 David Yarnton, Ed Medica, Catherine Michael, 


issue of Nintendo Magazine System. Prizes are not ©} Greg Arthurton, Janine Baird & the Gurus at | 
transferable nor are they redeemable in cash. The | B= Nintendo Australia and Beth Llewellyn at | 
judges decisions are final and no correspondence will | | Nintendo America; Jonathan Alley at Siren; Erin 
be entered into. Information on how to enter forms Shems at Midway; Ed Fong & Jason Fitzgerald at 
part of these conditions of entry. Each contest is a GTi; Sophie Kaenzig at Titus; Erica Berchtold at 


game of skill, not chance, and, as such all entries will oe pre Ais Gennaro at Interplay; 
be judoed on- merit Muriel Juhel at Ubi Soft; Simon Farmer at Rare; 


Stevie Wright at UIP; Bob Croucher at Polydor. 



















GoldenEye 007......... 56 


Moving stealthily through your next 
set of objectives. Read our files. 


Clay Fighter 63% ,.... 60 


More moves from Interplay’s weird 
and wacky whacker. 


Anime Action .......... 66 


More Street Fighter Il V, more Crapston 
Villas — Enzo tells all. 


Les’s Mailbag .......... 68 


Too late for Santa? Les tries his luck in 
ribbons and stockings. 


Skull’s Graveyard..... 70 


More pics and other bits of paper 
from the Skull. 


Write Off! ....ccssssssesss 


Add to our body of knowledge with 
your own comments and 
contributions. 


| See evil. 
% Speak evil. 
Hear evil. 

The Duke makes his 
appearance on, the N64. 




















After a long wait and 
a change of name 
Titus’s N64 racer 
makes its move. 
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: Game GUIFUS ...cccsess: #2 


More questions answered from 
the Gurus’ lair. 


Nun the Wiser .... 


is She’s going underground with 
Mole Mania to turf out the tips. 


Swap & Sell .....1.:.0s 


More carts waiting for swappers. 
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The best just got better 
on the Game Boy. 














TARE COVER, TARE NOTE: 


We've been under pressure this 
month - it’s a busy time in the 
industry and there’s a whole lot 
going on, both here and round the 
world. Japan has shown off some 
cool looking gadgets and add-ons 
for the N64 and Game Boy, and 
there’s some interesting game 
news from some of the companies 
we've not heard much from for a 
while. Check out the News section 
for all the latest. 





























The main themes this month are 
aggressive driving with yet more 
good looking racing titles, and 
aggressive aggression with few 
frills needed in the form of Duke 
Nukem. Diddy and Dixie lead the 
Game Boy surge, with Ken Griffey 
flexing his flexible bits too, and 
there’s a mad looking new SNES 
title for head-banging platform 
fans in Super BC Kid. We've got 
further levels of Doom 64 and 
GoldenEye 007, and the best moves 
from the remaining Clay Fighters. 
Toiletality? - Does my head in! 
















Right, that’s this month's mag 

finished. Meanwhile we've got 
more playguides to complete, 

several heaps of letters to read, 
and even more games have 1st 
come in through the door to be- 

looked at! And only a month 
before the next one! When will 
end? Where's it acy What Vv 
look like? | - 



























A whole range of hardware add-ons for the future has been 
recently announced for the N64 and Game Boy, aimed at 
adding yet more to your gameplay. 





Grab and print out pictures from your Game Boy? That’s the latest in small-scale 
add-on technology. The device will enable you to take a picture of what ever you 
choose (a portrait of your pet maybe) then the Game Boy screen will display the 
captured image against a selection of chosen backgrounds and finally let you print 
out a mini picture on its own little printer. Sounds like a good laugh and hours of 
entertainment. Recently previewed at a Japanese show, we'll let you know when 
this excellent device will be available to buy in Australia. 





available very soon here in Australia. Nintendo expect to release the Game 
Boys in early February, to go alongside shocking pink 
me ones that'll also hit the shelves for collectors. 
N64 controllers will not be available as single 
items, but will sell with the N64 for $199 and also 
be available in February. As soon as we can 
we'll give your eyes a dazzle. 
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A grabbing de 
will capture images direct from N64 
games, the TV or a video camera and 
incorporate them into Mario Artist on 
the 64DD. Mario Artist will feature 
several ways of working, including direct 
drawing and manipulation of images to 
use as pictures for backgrounds or 
borders or to incorporate in polygonal 
models. You'll have to wait until at least 
mid 1998 for this one though. 








A mouse will soon be available for the 
N64, expected to be released around the 
middle of 1998. It will be similar to the 
standard PC mouse, with two button 
control and is designed to work with the 
Mario Artist software which allows you to 
paint and draw things your N64 has never 
seen before. The mouse is an optional 


GREEK MYTH-TAKE 


In the last issue we listed Disney's 
Hercules on the Game Boy as a 


Nintendo distributed title. It seems 
we were wrong, and it’s still not clear 
which distributor will release this yet. 
Sorry if we confused anyone! 
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add-on — the controller will also perform 
all the tasks, but with less precision. 


Plans are also out there for a voice 
recognition headset with software to 
match for the N64. This device will allow 
players to speak through a built-in ° 
microphone and voice recognition 
software will then interpret the messages 
and presumably act upon them. What are 
you going to say to Chun-Li when you 
meet her? 















You will soon be able to get stylish carry 
cases for both the Game Boy pocket 
which will hold two games and for the 
traditional model with room for just one 
game. Featuring Mario in all his glory 
these cool carriers will both protect and 
show off your hand held for all it’s worth. 
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YET TO BE CLASSIFIED 
BY THE OFACE OF 
ALM & LITERATURE 
CLASSIFICATION 


qd ited by GT interactive 
All other trademarks are the prop 








trademarks of Warner Bros. © 1995. 


LOONEY TUNES, characters, names and all related indicia are 

















Back in Issue #55 we gave you the chance 
to win some excellent Looney Tunes Surf 
Sandals but we didn’t have room to include 
the winners’ names in last month’s issue. 
The answer to the question was: Bugs 
Bunny and the winners were: 

Reece Watret, Leda, WA; Kayla Finlayson, 
Redland Bay, Qld; Stuart Rowe, Wahroonga, 
NSW; Daniel Tibbetts, St Clair, NSW; Robert 
Barbin, Mudgeeraba, Qld; Mark Hagger, Whyalla, 
SA; Alise Brown, Rawson, Vic; Debbie 
Brown, Erica, Vic; Scott Jacobsen, 
Fulham Gdns, SA; Daniel Tudor, 
Adelaide, SA; Eleanor 
Tierney, Smithton, Tas; 
Andrew Green, 
Hampton, Vic; Andrew Richter, 
Perth, WA; Frank lannelli, Isaacs, 
ACT; Tim Folkard, Bundanoon, NSW; 
Jacob Price, Melbourne, Vic; Jordan 
Williams, Sanctuary Place, NSW; 
Renae Bugeja, Innisfail, Qld; Nina 
Maskiell, East Hills, NSW; Andrew C, 
Tuart Hill, WA. 


MULTI RACING CHAMPIONSHIP 
EXTREME G + CLAY FIGHTER 63" 
PRESENT THIS AD FORA 

$10.00 DISCOUNT OFF GAME. 











Also in Issue #56 we brought an excellent 
Men in Black compo. We had buckets of 
excellent toys up for grabs (big thanks to 
Toy Options) and we asked you three dead 
easy questions about the film. The answers 
were: 1. Will Smith, 2. The Addams Family, 
3. Industrial Light and Magic. 
The two first prize winners are Matthew 
Foster of Sydney, NSW and Simon Atwood 
of Emerton, NSW. Matthew wins himself an 
excellent Zap —Em Van and Simon gets a 
huge Alien Terrorist 
Edgar figure. 
Six second prize 
winners will each a 
receive a Deluxe 
Action Figure of 
either Body-Slam Jay, 
Mikey or Jeebs. Well done to: 
David May, Maroubra, NSW; 
Scott Yates, Noosa Heads, 
P» Qid; Jarred Davis, 


We told you about the excellent new Alien 
movie in Issue #56 and once again gave 
you the chance to win tickets to one of the 
preview showings. Winners (all 25 of them) 
get a double preview movie pass and the 
10 runners-up win ‘mystery’ merchandise 


packs which include some brill Polaroid 
flashlights that look like UFOs as well as 
some Alien Resurrection posters. The 
answer to the Alien question was: 
Sigourney Weaver. 

Movie pass winners are: Simon OReilly, 
salisbury, SA; Matt Ziegeler, Lower 
Mitcham, SA; Johnathan Rutter, Ingle Farm, 
SA; Nick Lomman, Ingle Farm, SA; Toby 
Dodd, Salisbury Park, SA; Ben Wright, 
Melton, Vic; Branden Adams, Lara, Vic; T 
Wilson, Blackburn North, Vic; Chris 
Flavelle, South Croydon, Vic; Glenn Carson, 
Wantirna Sth, Vic; Bradley Hunt, 








Murray Bridge, SA; Adam Stephens, 
Glenrowan, Vic; Adam Bush, Perth, WA; 
Michael Giannone, Corowa, NSW. 

The final ten names will receive runners-up 
prizes of one of five types of great Action 
Figures: Mark Li, Melbourne, Vic; Heath 
Phillips, Adelaide, SA; Daniel Hadfield, 
Glenorchy, Tas; Warren Falkingham, 
Qurimbah, NSW: James Hopkins, Lilydale, 
Vic; Paul Saroufim, Melbourne, Vic; Rodney 
Davis, Lithgow, NSW; Ken Kimber, Berri, 
SA; Philip Yee, Young, NSW; Nimrod Bobis, 
Townsville, Qld. 





Campbelltown, NSW; Amy Cook, Camden 
East, NSW; Luke Freeman, Windsor, NSW; 
Andrew Tennant, Oatley, NSW; Riley 
Perryman, Vaucluse, NSW; Shane Batchler, 
Deception Bay, Qld; Shannan Landy, Nth 
Ipswich, Qld; Jason Dawes, Ipswich, Qld: 
Carolyn Cooney, Brisbane, Qld; Dan 
Robbins, Coorparoo, Qld; Daniel Turner, 
Bunbury, WA; Han (Andy) Le, Girrawheen, 
WA; Mellissa Trinidad, Nollamara, WA; 
Tristan Cameron, Applecross, WA; Anthony 
Douglas, High Wycombe, WA. 

Runners-up are: Colin Catlin, Beeac, Vic; 
Justin Selter, Perth, WA; Kelvin Dean, 
Rosewater, SA; Allan Westpfahl, Tamworth, 
NSW; Daniel Tredrea, Young, NSW: 
Michael McLasker, Geraldton, WA; Jamie 
Carr, Kingaroy, Qld; Tom Jennings, 
Melbourne, Vic; Craig Billing, Naracoorte, 
SA; Ben Mangan, Bendigo, Vic 








NINTENDO: 





FOR ALL THE VERY LATEST IN NINTENDO GAMES AND HARDWARE 
WE ALSO TRADE IN YOUR OLD GAMES ¢- MAIL ORDER FROM ANYWHERE IN AUSTRALIA 


ZZ (08) 85222181 


104, MURRAY ST., GAWLER S.A. 5118 


OPEN 7 DAYS A WEEK 


FAX (08) 85222181 




















; all 








Konami, the people that brought us International Superstar Soccer 64, 
have got another huge pile of great N64 titles waiting in the wings. 
Here’s just a taster of what's to come during the course of 1998. 







A 3D fighter with heaps 
of characters, each with 
personal traits and skills. 
Looks good from here. 


Castlevania 64 ._ 


That Belmont boy is getting to look more and more like a 
vampire hunting Link as this develops. After many 
adventures on the NES, SNES and Game Boy, the hunt’s 
likely to take a step up when it appears on the N64. We can 
expect several Belmont characters, plenty of scenes, and 
vampires like you've never met! 


8 NMS | 


_seemingly endless team 





Mystical Ninja 64 promises 
RPG and action adventure 
in a fully 3D landscape. 
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12 full winter events will feature in this 1 or 2 player sports 
sim. Modelled on the real courses at Nagano you'll be able 
to choose from freestyle, downhill or slalom skiing, ski- 
jumping, snowboarding, curling, speed skating, bobsleigh, 
and luge. Some events will have a choice of courses, and 
this certainly looks like a medal winner to us! 


Neh) Un 


Motion capture’s 
becoming the key to 
mastering the realism 
required in many sports 
titles, and here’s an 
example that appears to 
have got it just right. NBA 
In The Zone will feature 
1-4 player games, with 5- 
on-5 action and enough 
options to fill a basket. 
There’ll be Rumble Pak 
support too, so expect 
some knocks where it 
hurts! We've yet to see 
this in action, and haven't 
always been impressed 
with basketball sims in 
the past, but Konami 
promise over 300 diferent 
moves together with 





options, so we're ready to 
be slam dunked when the 
season starts! 








@ FEATURES 3D BREAKTHROUGH ENVIRONMENTS 
® CHOOSE FROM 12 WICKEDLY COOL CLAY CHARACTERS WITH UNIQUE PERSONALITIES, 
FIGHTING ABILITIES AND SPECIAL MOVES 


a2 AVAILABLE NOW FOR THE 


ANIMATED VIOLENCE 


sod #z 


4 
© ROL 3 AND INTERPLAY ARE TRADEMARKS OF INTERPLAY PRODUCTIONS. ALL RIGHTS RESERVED. = ROADSHOW 
EARTHWORM JIM CHARACTER © SI IRMENT. INC. LICENSED BY NINTENDO. NINTENDO. THE OFFICIAL SEAL NINTENDO 64 AND THE 30 “N” LOGO ARE TRADEMARKS OF AMERICA INC © 1996 NINTENDO OF AMERICA INC. = [INTERACTIVE 


www. interactive. village.com.au 
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~ Yes! Again! Another NG64.to give away! 


We really have gone mad this time. because for 

_ the third month running we’ve got an excellent 
Nintendo 64 machine for you to win thanks to 
the ever generous Nintendo Australia. 7 


This month the lucky winner will also get 
themselves a copy of two ace new NGé4 titles as soon as they’re 
released — namely Mis | iief Makers and Bomberman 64. 





As before, just answer the question on the form below and fill in =_ 9 
the rest of your details. Then get it off to us by 30th January. 
The first name drawn after then will win these ace goodies! 


1 NINTENDO'S NEW YEAR GOODIES! 


- What was the Nintendo 64 originally going to be called? 


1 Name 





NAddress Town/City 


State... s*Psteode -¥CC—‘“‘;C™CSCC#*Rionig 
Send to: , NMS, PO Box 734, Crow's Nest, NSW 2065. email: catalyst@popmail.dircon.co.uk 
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eve only just got into the 
phenomenal GoldenEye 007 N64 
game and now we're hit with a ] 
great new film to boot so to celebrate this | 
plethora of Bond-ness we've grovelled and 

begged to all the right people and got together 
some great Bond goodies to give away. 


i 


tte 


First off we give you the chance to win something YOUs 
anywhere else. The secret agents down at U : 
Brosnan on his recent visit and locked him in Y g 
some excellent posters. These great film promo ads ise then 
be mounted up and framed and two lucky winners will 
get themselves one each. 














how did it happen?... 


As usual, the Bond i hap Pp travelled right around the 
globe to film Crucial scenes in a variety of far flung locations. 
starting off in France at one of the world’s highest altitude 
airfields and ending up back in the UK, they took in the likes of 
Thailand, Germany, Mexico and America on route. 


Although Bond doesn’t actually venture to Mexico in the film, 
the cast and crew made their way to just south of the 
US/Mexico border to take advantage of a spectacular ocean- 
front set originally constructed for the James Cameron directed 
epic Titantic. The giant tank is the largest in the world (with 
over 360,000 square feet of water) and accommodated models 
of two huge British Royal Navy ships for the dramatic 
concluding battle sequence. 


don't miss out... 


You don’t need me to tell you how much fun a Bond film can be 
but I'll tell you anyway! Tomorrow Never Dies looks like being 
one of the best in a long line of classic action adventure movies 
even though the plot and the situations are just as outlandish 
and unfeasible as usual. For my money, Pierce Brosnan is a 
great Bond — almost up to the standards of Sean Connery — 
definitely a James Bond for the 90s. Tomorrow Never Dies went 
on general release here in Australia on Boxing Day so make 
Sure you don’t miss out. 




























The 10 runners-up of this comp 
will get themselves a great 007 
keytag. These are official Bond 
merchandise items and are 

ed like a silver bullet. But 

Aheyre not just keytags — 
they're pens as well. Each 
ne has asmall ballpoint —_, 
‘Concealed within the bullete 
Ant excellent-pieCe Of..." 
merchandise and something 
you won't see in the shops. 





























As well as all this exclusive 
| Stuff we’ve also crowbarred__... 
me. some copies.of-the great new 

i= Bond soundtrack-album out of 
Polydor Records. The title 
song’s by aa Crow and you Il usually. have 




















2. She’s married to Superman ¢ 


3. Which city’s security force pa 1s W; a 


Address 
Town/City 


Postcode 


Send to: 


NMS, PO Box 734, Crow's Nest, NSW 2065 
email: catalyst@popmail. dircon. co.uk | 





| Tomorrow Never Dies Ot 997 Danjaq, LLC and United Artists Corporation. All Rights Reserved. 
007 Gun Symbol Logo ©1962 Danjag, LLC and United Artists Corporation. All Rights Reserved. 
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Feel like you need a break from 
killing dinosaurs and infiltrating 
Russian missile silos? Fed up wit 
blasting Cyberdemons and 
casting spells on the Serpent 
Rider? Well get your ticket and 
book a seat on the 
next flight to this 
tropical island 
paradise — get read 
or Diddy Kong Racing. 
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Since Mario Kart 64 first appeared on 
the N64 we've all been waiting for 
another racing game with the same mix 
of fun, style and loads of laughs. We've 
een given plenty of ‘realistic’ racers but 
with Diddy Kong Racing we've finally 
got something to take on Mario Kart 
at its own game. Look out for our 
in-depth review next time. 































otpea) UU UNG / EON NGS! 


Duke Nukem 64 isn't ona is Nukem 64 








had: attitude! With a sense of humour 
hat makes Benny Hill look sophisticated and 

with the political correctness of Genghis Khan, 
this is a game for grown ups. 








DOMECH EINE: 


Nukem on the PC was a really big hit, it took the 


arsion, the environments 
are sprites and while it 






gaa is true 3D 
ough some of the 



























textures are pretty ropey, 
thing about the graphics is proba’ 
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Beg is fairly typical of the genre. You've got t to shoot your way 
through the levels and you can strafe, jump, duck and run as usual. 
Unlike some other first-person: actioners though, the use of items is — 
| vital. You have to find scuba gear to get past an underwater section, 


| ae apange will be “ find secret areas lae os can even 






as they v were there. The levels include 
some of the seedier areas of LA, space 
stations, alien habitats and many more. 
Puzzles abound and can be quite tricky 
and involved. You might have to find 
one item to let you get another which 
will then let you get into an area to 
find something else. The humour 
may be low brow but this isn’t a_ 


game for Neanderthals. 

















Duke Nukem 64 continues its tradition of truly 
outrageous weaponry with many of the old favourites 
Taver[e(e(=\e Mam N\A W{=t=] @l0)a\omlaley[6[e(-Manal=) =.<el-lele(-18 Va) (eg 
makes people, well, expand. The trouble is their skin 
doesn’t, so it shouldn't take too much imagination to 
guess what happens next. You also get twin Sub-Machine 
Guns, a Grenade Launcher and a Plasma Cannon. The 
popular Shrink Ray is kept as are the Pipe Bombs, Laser 
Mines and Heat Seeking Missiles, so your main problem 
will be deciding which juicy weapon to use next. You also 
get optional cross hairs to help you aim which really 
makes turning those aliens into ratatouille a lot easier. 
Another neat feature is the Holo-Duke, a copy of yourself 
that will distract the bad guys — very handy! 
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about with the C Buttons and look around with the 
[e\eielel< Slelmiimenatsinc=| [e)n \\[e|0|q:eie|e) e)eir-t-| ngi-ias) -|a>) 6)e)n[e)ai> 
to reconfigure the controller settings. All the 
la\iiae)aleal=\aleswee|a=) (cle (a)%=)ars\@iR\/>F \Ve)6) @r-|9) 8)/=\\) \W/ina\ fa) 
isYele)| r=]0)(=Wame|mia).<ie8)ga) fa)|(-1n=) -=)gi6|\¥/816| [=t=\(=\ fe)e]ne)eiains) (a 
isjej@) (>) 6)gis)(elele, \\/iaaiaeiaa) Felojn=ae)). 






































CONTROLS 





The multi-player mode is quite disappointing in 
DN64 with the field of view restricted and © 
textures can confusing on the smaller screens. 
The up side is that all the levels are offered as 
playing areas plus a few extra ones, and there's 
a two player co-operative mode as well as the 
usual death match stuff. Also, if you want to play 
the multi-player modes and you haven't actually 
got any friends, then you can set up “Duke-Bots”: 
computer controlled players which have the 
added bonus of being fairly easy to kill. 
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Quite apart from the bad guys there are 
heaps of lost, helpless women tied to 
fele)(otoy) (ars) s)6\=18| -\eqle)aie(-in mele) <omral ale 
generally scattered throughout the game 
for Duke to rescue (and to annoy those 
Wale) ralelele|ain -as)ialtsjeamyis\=) @|inr| ale 
Sle)gale\acies)| Slslaaisisis la) elsikuscis alcic ene 
changed much over the years and carry 
the same baggage as in the days of 

alle jaincmr-]aleime|ar-lele)arsy =18) (hails) er-|ake ata\= 
been too taxing a task for the art 
department. 
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The graphics are smooth and the six tracks are varied and 
interesting, there’s a choice of 6 great cars, including the 
flash Lamborghini Diablo SE, and the action is as fast paced 
EL MVColUMoM-) ¢ol-lamelalvilarem- M10] ol-1ce-] em LGU CMY-1-]10 Mm Comar-MV(-Mutl-[e(= 
good use of the N64's capabilities too with 
some realistic lighting effects 
EVale me) (-Jai ave) mala 
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AL has the usual range of race modes designed for anything 
up to 4 players and you can switch the difficulty level between 
Novice and Expert. One player games are split up into four 
categories: Arcade, Championship, Single Race and Time Trials. 


ARCADE 


In Arcade mode the six tracks are split into two sets of three — 
the Basic Series (containing the three simplest tracks) and the 
Pro Series (containing, not surprisingly, the three hardest ones). 
aT UTS om ol (o @t-et-1a(-\-r-lale M-Me-] am alae lai-Me)a(-Me-le-MelaM-¥-(¢sMag-le'e 


CHAMPIONSHIP 


In this mode you can customise your own 

rol ara) dColaedal| ommex=aatlave Me cat-Malt lit) el-) ake) me (a ctf dal) 
number of laps, which circuits you want and 
whether you want Pit Stops activated or not. Once 
you've got things how you want them just pick a 
vehicle and start the tournament. The computer 


will keep track of your performance as you 
progress. 


SINGLE RACE 


This mode, surprise surprise, lets you drive one 
race on any of the tracks. All you'll have to do is 
ro l-Talfe (MU al Casa cae li mn elU mV Claim com c-la4(--lale Maley 
many laps you want (up to 30). 


TIME TRIALS 


This lets you tackle any circuit so you can practice 
Elalem ele-(ad(a-Melaitl Mel) Mc-MUlalel-v-1t-]0) (2m 
The computer will record your lap 
times and you can save all 
your figures down on to 
I @elaldce) (ane) ai 

you have one. 
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ix circuits to choose from and they each have 


some attractive landscape features and a distinctive feel. 
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realistic feel with plenty of detail. They’ve also included an 
option to change the direction you tackle the circuits in 


along the sunlit coastline, each of the environments has a 
which adds to the lastability of the game. 
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you’re doing. This caught us unawares the first time as we 
feature becomes a good fun interlude in a long race. 
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CREDITS 
PUBLISHER: 
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FEATURES 
@ PLAYERS: 1-4 
“AD TO HEAD: Yes — 
CONTROLLER PAK: Yes — 
PAK: Yes 
IS: Split screen/ 







Rear view mirro 
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Gear up 
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Rocketeer Rally 
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Tundra Blunda = Arich Attack 





Redwood Rampage sea <i 
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Rockface Chase 
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Tropical Tightrope 
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Rare have done their usual stuff in matching the best gameplay to 
gtaphics you never thought the little ol’ Game Boy would 

= accommodate. Sometimes though the sprites are quite hard to 

see — and we played it on a Super Game Boy, so a hand held's 

* certainly worse. The criticisms stop there though. We've come 

~ to expect a lot from this sort of adventure but | can't help being 
amazed that this delivers yet again. You'll get some real money's 

worth in this title; even if you've played the SNES one and the other 

DK Land titles to death you'll still find considerable satisfaction in 

bouncing, squeezing and squatting your way through this. 
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EAD TO HEAD: 
ATTERY BACKUP: Ye 








clever programming have made all sorts of fogs 
~ possible these days. Now we have some sims that, 
at last, leave you slightly shaking when you turn 
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Dey or epces of Vehicles, — you 
have what we’ve come to 
expect here. As you progress 
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CREDITS 


@ PUBLISHER: 
| ile) 


pyayikela7.¢ CONTROLS 
OSS Game Studios 


OUS KEMCOTITLES: | Good 
series (SNES) _ 


Start/Pause 


s meee 
@ GAME TYPE: R 
There’s also aTime Attack _ 
Sr ailele(-PaClerliameal-mag-lo cy : 
available areonlythose = —«COFEATURES 
_ you've already qualified forin =| pavers: 1-2 
(el ar-lenle)(e)atval em satel (“ym alias oF : 2» L: Nothing 

Wie] 6 me] alu g-1e-m- me] ale }<a mer | a : Yes 2) R:Change gear up 
which represents the fastest time = = @ RUME : = (manual gearbox) 
gee) gel-eR eo _ Change gear down 


_(manual gearbox) 












































las surface, but with sand and stone sections to tear out your tyres and send 8 
tee sipping igpiane The mud Of a jungles course follows, ere sodden sections « nd | 
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control and slide steshna are ue ne to 
mastery Of ; a 3 rally car. At first the steering may feel a - 
{jes (ous) ele) ale har ale unresponsive on some surfaces, but 

with a little practice you can perfect the speed slides © 

_ that will take you round corners on the inside of your 
eye) ele) alsaiecmaiaa still ehough power left to se ae at 
max revs. 





olaatslan'(clalie ciel ac just hazards, there’s no Be in 
following one closely to gain fromits slipstream.So, 
unless you're learning a track and want to have a leader : 
to tell you where to go, either shunt ‘em out of the way © 
or overtake as safely as you can. More crashes happen | 
involving other cars than they do with stationary objects. 


On some tracks you can use the off-road areas to your 
- advantage by either short-cutting across grass or mud, 
a or by simply bouncing off a barrier or rock wall. Be” : 
_ this just right though, the wrong angle Of. 
end your car somersaulting wildly.On 
can be fatal however,asthe 
faleice)e ie gelel cir) are| pillars dust doesn o: oe 
C of craziness. : 


ei you where the road ne suddanie 
imise your traction by keeping the 

















facing the wrong way afteraC/ 
ckly switch to the outside view 
> gas with the steering on full 
/ in yot ) face forwards. Alternatively, 
pull back on re e sti sk and steer the car backwards away 
from the obstacle before grabbing back valuable 
seconds with a fast forward shift. 






































SAN SPEEE cweur-egce BAR 5P5EE Seoul -Excaee 
ALLER AT SS S 3°Re THE oe ALERERAT SES & Rs HE 


BAX SP 488 
ASCTLER. j 


wax SPirs ffzaet teat firer -fecae 
@CCR Lee tee £-iftfs fees fiiviitites & 998s fee 


a ¥ SFTTS f¥EST tee EF FTES 333 Fs 
AECELEF ATES &SGSTES 8 sEMeTATER : &-SPUET FRE 


A fine time to bring out a fantastic looking racing game - just when 
everybody else is bringing out fantastic looking racing games! Top Gear 
Rally comes from a stable of Top Gear titles and hot on the heels of 
several similar, but not-altogether-the-same, alternative racers. This one 
does it for me though. The feeling of driving through all those 
conditions and the responsiveness of the cars to the stuff under your 
wheels is simply great. | just loved nudging off the other cars into 
bridges and cliffs, and once I'd got to grips with the gears, ripping up a 
hill after coming out from a tunnel sent shivers down to my twitching 
toes. | can't imagine life 

without the combination of 

this and a Rumble Pak , 

now! If I've got to moan | | 

suppose more multiplayer 





































We've seen Ken Griffey Jr-strut his stuff 
for Nintendo before in the excellent 

Winning Run SNES baseball sim from 
Rare, but now he enters the world 
of hand-held sport in this Game 
Boy conversion. 
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COVERING ALL BASES 


When a Game Boy conversion’s done from a SNES title you 
can usually expect to miss out on a few of the 16-bit game’s 
filalsie@ ele) abey Quukearscal-1-)<e-) ojdce)aneis eal-m Blolal <-'2 elec) gio 
relzia ars) ek} aac) alas Jelelae liagmuacelagy \iiaie-)ereleyieale)oieler at-i 
eliaelesiercli <epm hey elle) e]geltal-lacaucct-)aelaccw [ave eceliare)c-lelecrani-ie[ialep 
the running tally of player stats & batting averages in Season 
IN/Keye (=¥arclave buaaicuce) elule)araece) e)f-\’auUheaie]aauuiagvelenac-) (--Jie|ar-he-e 
hitter. On top of that, the cart uses the same game engine as 
the SNES version. This means that all 
the sprites are bigger and more 
detailed than in your average 
Game Boy sportster and the 
elqelelammr-cic-te-l2le) gilele= 
responsive too. 



















Exhibition 
Mode 


Pick any two teams and play a 
single one-off game without 
affecting your saved stats in 

any way. If you’ve got a Game 
Link Cable you can challenge a mate to a 
match here too. 


All-Star Game 
Just like in Exhibition Mode, the All-Star 
Game option lets you play a single game 





against either the computer or a friend. This 
time you'll choose between two ‘All-Star’ 
teams that contain a selection of the best 
players from the American and National 
Leagues. 
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Toggle : 
Select: runner 
windows | 


World Series/ Season Mode 
Playoffs 


Home Run Derby 





, lets you check ¢ out. | 
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= “team Sey your opposit ti 
You can change your — <4 
starting igele-iaceal here t too. 7 = = 


= aiding Me = ae 
_ change the batt S| MIT THES! SCREEN 


Standard gameplay. =" F DESIGNATED ofr 
options here: turn your — PLAY IMANAGE On 
| a _ designated hitter, auto —_—  — 
- Check out each. = ~felding@andthe == — eee ee 


Miss zr c 


team’s current: 7 | — background music on | 
standings in the | J see poe off. You can also opt noon 
Leagues option. | 35 ees _ to manage your team 
Only EWETIEle (emia a Me later o)l-\ pica games or 
Sena Fvate| NiVoyalo ne just mapaue | 
Series me. 7 a 


Comment — Lou 


PICK TRADE OPTION ae : » If all of this means nothing to you then Ken 
siemmoniiacemiaiemee eS Me Griffey Jr's Major League Baseball Game Boy 
— 1 <i 4 Edition (to give it its full name!) is probably not 
the game for you. If you do like baseball though 
it makes a nice addition to the hand-held 
sporting market and is reasonably easy to get to 
grips with. The graphics on the play screens are 
good and clear but the options areas are a 
little unremarkable and the background music 
® js really irritating. The game's not as easy to 
‘plug in and play’ as some of the other sports : 
sims but it’s certainly better overall than many of 
its predecessors. Worth getting your mitts on! 
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What do you and your brothers get up 

to? Get up, go to school, hang out for a 
bit, play your N64 into the small hours? 
For most teenage guys this would be your 
standard routine but not for the brothers 
Hanson. Isaac's 16, Taylor’s 14 and Zac's 
only 11 but they've got much more on their mind 
than getting their homework done on time. What 
with recording sessions, press interviews and world 
tours it’s a busy life! 

Ever wondered what that life’s like for a teenage rock star? 
Well, wonder no more because we've got 10 copies of Hanson’s latest 
video (‘Tulsa, Tokyo and the Middle of Nowhere’) up for grabs thanks to 
those crazy rockers down at Polygram Video. It’s worth $24.95 and 
follows them on their recent world tour, taking in plenty of behind the 
scene antics as well as a good sprinkling of on-stage action. It also 
features new versions of their chart-topping clips for “MMMBop” and 
“Where’s The Love” and a heap of their other top songs. 

lf you want a piece of the action just answer the dead easy question 
below and fill in the rest of your details. Make sure you get the form off to 
us before 30th January 1998 and the first 10 names pulled out of the . 
guitar case after that will win themselves a copy of the vid. PolyGram Video 
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the middle of howhere Comp 


Name:_C—C—‘C‘CSC#A Zé: Name the three members of Hanson: 


Address: 


Town/City: 


State: = = =~=~=—S———C Pc-rsttccodie: 


Send to: 
NMS, PO Box 734, Crow’s Nest, NSW 2065 
PRONG. email: catalyst@popmail.dircon.co.uk 
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BC Kid has plenty of different ways of making his way round 
the game and you'd be wise to take a good look at the demo 
level where you'll get the chance to practice all your moves. 


SPINNING 


Hit the B Button to jump then keep hitting the Y 
Button to spin in mid air. This is good for moving 
about as well as attacking baddies. 


CLIMBING 


As you reach a wall just press the B Button to jump up 
and grab it in your teeth then keep pressing it to ‘bite’ 
YOUF Way Up. 










VWaNCE TO collect loads” 
| ‘and boost your score. 
the little flowers dotted 

1a each stage and just walk 
up to. them to be whisked Off vc 




























































SWIMMING 


You won't need any special tricks tO move around in 
water - just use the Control Pad to get change direction. 


CLIMBING TREES 


Press the B Button to jump up on fo a tree trunk 
then use the Control Pad to climb up and down. 
You can swing round to the other side of the trunk 
by pressing left or right on the Control Pad. 


BIG WHEEL 


you can also make good use of horizontal tree 
trunks in a similar way to vertical ones. Press the B 
Button like before to bite into the trunk then press 
up or down on the Control Pad to spin round the 
truck. Press B again to release yourself in the 
direction you want. 


BC KID JUMP 


sometimes you'll need to get up a narrow shaft but you 
wont be able to climb the walls. Here you'll need to 
perfect the BC Kid Jump that'll enable you to leap up the 
shaft bouncing off each wall as you reach it. Just keep 
pressing the Y Button as you ascend. 


CLIMBING WATERFALLS 


Waterfalls may look daunting but you can climb up them 
with a bit of practice. Just use the Control Pad and keep 
pressing the Y Button and you'll climb up with ease. 


SPRING FLOWER JUMP 


Keep an eye out for the yellow spring flowers 

because If you jump on them they propel you up 

much higher than a normal jump would. If you hit the 
B Button as you land on it you'll fly up even higher. 


CARRYING SPRING FLOWERS 


Instead of leaping on top of the yellow spring flowers | . 
you Can try carrying them. Just walk up to one and head 
butt it by pressing the Y Button. This will throw it up 
into the air and you can catch it on your head. 

Carry it as long as you like and when you press the 
Y Button again you'll throw it at whatever's in 
your path. 
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The Demonstration Stage at the start 
Is really useful. You Can explore It for 
as long as you like and as you 
approacn each new technique the 
name will appear so you'll Know what 
you're learning to do each time. 





iim 


CONTROLS: 


1 level Of power - 


BIG HEARTS a Gives you access 


Restore all of your | to a bonus stage. 


OWer. 
1-UP 


CRYSTAL HEARTS ("3 An extra BC Kid 


Increase your max FU] life if you need it. 
power level. 


ES: Infinite 


a) LIFE FRUIT 
BLUE CANDY | Plenty of different 
Makes you big. Sa | types to be found 
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Doom 
popular titles in its Latest, all ness incarWation on the 
NéG. Last month we brought you safely through levels | 
to 6 of this epic Killer. It doesn't get any easier so 
ether you've got this monster yet or not, read closets) 
and digest as we battle through the next Six levels. 
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the corridor the floor drops as You reach for 
a Chaingun and here you'll be attacked 
again from both sides. Fight Your .A9 out 
and head up the stairs to get ansay. 


~ Knight and take on Loads of haps inside. 
Fuast the Her Knights and mate for 
the Exit. 
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inside are dummies so don't bother with 
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in Fhe corner. 
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| cadier hit the asitch that 
Also brings on the bugs. 
Worse to come are the Hell Knight and 
Garon of Hett whol attack sen gov ftip the 
tiitch in the far comer, but there ast plents 
of cotlectibnies around. the walls. Snealt into 
the opened up area by the Red Keg and 
press the uuitch to release it, 








$0 be welt 
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then enter the Teleporter to get back to the 


—fop of tre faite. Grab the. pre oe 
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phe tae, Then head back Hrraugh crouds of 


to the centre. 
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to get the Berserk, then it’s outside and into 
those But Demons. AU round the moat gor | 


| tea Qour wits about you and fireposer on fal 
Fo Ril att the demons that are throm at sou. 





41 Hit the hain switches to open up secret areas 
__-peveating tre Backpack and Super Shotgun, 
and the Give Seu Key. The wall by the 
Bact pack rises and Fats $0 wait to tune — 
oe jour entrance. Cra tne Gwe Seutt Key then 
activate the suitch to open the Bie Door _ 


Rocket Blue Skull Key & 


4 Launcher Blue Door Switch 










‘a the Imps on the upper Lever wallsa 9. ¢ 


Twin switches to _ 
Blue Skull Key & 
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level. At the top tum ¢ 


Heit Demon Fron 










you qo across. Operate the auitch tothe 
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“eoutect the Supercharge from = ell 
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— Elevator 
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door 
Plasma Gun 
& Switch 





a Flasma Gun 
and fizey 
another aston 


Partial 
invisibility 
Sphere 


Exit switch 


Biue Skull 1. 
Key switch 






4 The sutch op poute the blue door operates an 
elevator which tales you up a level. Activate 
the sultches at either end of the north side 
to open the next tevet. Then it’s back 
through the bive door and round north to the : 
saitehes in the comers of the walhssa 4. qstch to operate & piatform. sees 
Watch for a Hell Knight and heaps of other | mp to allows your exit. 
demons, then operate the elevator that wilt o : 1 = ae 
iy Ga fe tic kage ad ie See Sd | 7 | oe _ | : — epee, ame ; 

ammo here too. 
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Auternatively, 9° pack throug - 
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S Head south from the celt to collect a Partial 
Wiccbiity Sphere and flick yet another 
sxtch. Head back. to the stairs on the 
perrmeter alls and tate out the Hell Barons 
from here. You Fiadk the Laser Gua on & 
plinth in the middte of the central arta. 
Press the ssitch and bnps wll come running, 
& try it out on them, Tale time to eeplensh 
“L. gour health and. armour $00. 
























wou more detail of all. Hrose Wi oe 
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Mission Taree: Ktirginizstam 
One: Mae Lawuncla Silo 


Mission Objectives 


©@@ Photograph satellite 9@@® Minimize scientist casualties ®® Obtain 
telemetric data @® Get satellite circuitry ® Plant charges in fuel room 


In Agent mode you have as long as you 
like to complete your objectives here but 
in Secret Agent and 00 Agent modes you 
have to beat the clock as well as the 
enemy. As a Secret Agent you have seven 
and half minutes and just eight and half 
minutes (with more to do of course) if 
you are a 00 Agent. This is not a mission 
you can dawdle about and worry about 
making noise on, you've got to just go 
for it and blast anybody in your way as 
quickly as you can. The satellite circuitry 
is made up of green circuit boards you 
can find easily in the big rooms. The 
Telemetric DAT tape is in the hands of 
one of the scientists who'll probably 
throw it away in a corner somewhere 
when you appear and it may take a bit 
of finding. You'll need to find security 
cards to get from room to room as well. 
These will be dropped by the scientists so 
watch out for them. In 00 Agent mode 
you must plant charges in some rooms, 
so keep a note of the rooms your 
briefing tells you to concentrate on. 
There are two armour vests to be found 
as well, they'll come in very handy. 


Open the door around the silo and 
quickly kill the three guards (1). There 
are two circuit boards On the table and 
the security card will be on the floor 
somewhere (2). Set a charge if you.need 
to (3) (you'll need to do this in each 
room from now on) and then leave via 
the door on the upper level and turn 
right in the corridor beyond. Open the 
next door and be prepared to meet a 
few more guards (4). Through the next 
door into the corridor and you'll see 
some steps ahead, in the corner are 


some barrels (5). Shoot them and it'll 
cause a chain reaction with some barrels 
around the corner which will take out 
most of a party of guards waiting to 
ambush you. Go up the stairs and finish 
off any further opposition; then the 
door at the end takes you into the 
second room. Three guards will be in 
here and some may hide behind the 
door so be careful (6). There’s a circuit 
board on a console just beyond the 
door (7), and the security card will be 
on the floor again. Guards will enter the 
room so watch your back. Leave by the 
door at the top of the stairs. 


In the corridor watch out for guards to 
the left and right but go out of the door 
to the right. You'll be on a bridge facing 
loads of soldiers so start shooting and 
moving towards them (8). There'll be a 
few more on the other side of the next 
door as well. Go up the stairs and be 
prepared to meet some heavy opposition 
around the corner. The door at the end 
leads into the third room which should 
be clear of soldiers for now. One of the 
scientists will have the DAT tape, if 
they've all run away it'll be on the floor 
somewhere. The security card and circuit 
board will be about somewhere as well 
(9). Leave the room as usual by the door 
up the stairs and kill the three guards in 
the corridor and then turn right. You'll 
soon meet a party of guards hiding 
behind crates, it'll take a while to get 
them all and if you’ve got a countdown 
running you can’t afford to hang about. 


Room four contains the satellite (10, 11), 
take a few quick snaps and then leave 
via the usual exit. There'll be quite a few 
guards beyond the door including 
General Ourumov (12). The General (he’s 
the one with the briefcase) will run if 
you run towards him. Chase after him 
but watch out for guards around the 
corners. Eventually you'll come to a room 
with computers in the middle (13). Kill all 
the guards, plant any charges you have 
left and then head to the lift (14), once 
your inside, that’s it. 
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© Task in Agent Mode 
® Task in Secret Agent 
Mode 

Task in 00 Agent Mode 











— Four: Monte Carlo 
t One: The Frigate 


Mission Objectives 
©@@ Rescue hostages ©@® Plant tracking bug on helicopter 
®@ Defuse engine room and bridge bombs 





The level opens with you standing in 
your speedboat next to a French frigate 
that’s been taken over by the usual bad 
guys. Leave the boat and go up the 
gangway to the ship, turn left at the 
top and go up the second staircase (1). 
Open the door and kill the guy at the 
end of the corridor, then go to the end 
of the corridor and enter the door to 
the right. Now’s the time to rescue your 
first hostage. Whenever you are taking 
out guards around a hostage either 
keep your fire to single shots or use the 
aim button. If you just march into a 
room and spray lead everywhere you'll 
end up hitting a hostage. Enter the 
room and take out the guards with the 
hostage one by one, starting with the 
one closest to the prisoner (2). Turn 
right and go up to the next door but 
don’t enter the room; you should see 
another hostage and guard. Take out 
the guard and step back and let the rest 
come to you. There are some very 
sensitive computers in that room which 
blow up at the slightest provocation so 
try to avoid having a fire fight in there. 
Enter the room when you think it’s safe, 
leave via the other entrance, walk to 
the right down the corridor and down 
the stairs and turn right again. Check 
the room on the right for a guard and 
then continue on to the next set of 
Stairs. Kill the three guards (3) (one at 
the top and two at the bottom) and 
then go down the stairs. 












— rate 
sfully Panted on Fie 


Turn to the left and walk to a door and 
enter the engine room (4). You should 
meet a couple of guys fairly quickly and 
you'll probably be able to pick another 
off down below. Go down the stairs and 
you should see a guard and hostage at 
the far end. Kill the guard (5) and walk 
forwards and shoot the guard on your 
right. There should be one more around 
somewhere. Next go up the stairs and 
head for the computer console. Check 
that the coast is clear and then switch 
to your bomb disarmer (no cutting the 
red or blue wire these days!). Use the Z 
button to activate it (6) — that’s one 
bomb down, one to go. 


Leave the engine room through the 
door closest to you and then follow the 
corridor past the staircase to a room 
with a hostage in it. Take out the guard 
(7) and continue to another corridor 
with a another hostage in it. Double 


- back and go up the stairs you passed. 


Follow the corridors along until you 
hear the helicopter. Open the door and 


walk into the hangar (8) and then open © 


the big door facing you, then plant the 
tracker bug on the chopper (9). Go over 
the netting to the right at the edge of 
the helipad and then up the stairs and 
straight through and down the next 
stairs and then up the last set. Pause at 
the top before opening the door. 
Reload and swap to a single DK5. Open 
the door and take out the guard near 
the hostage first (10) and then take out 
the rest of the guards but remember 
not to hit the hostage. Check the doors 
leading off the bridge in case there are 
any more around. Use your bomb 
diffuser on the bomb on one of the 
bridge consoles (11) and then leave the 
bridge where you came in and go back 
down stairs and up stairs until you find 
your boat (12). 
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MISSION FIVE 


© Task in Agent Mode 


® Task in Secret Agent 
Mode 
Task in 00 Agent Mode 
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Mission ives Severaya 
One: Tae Surtace 


Mission Objectives 


©e@0@ Break communications link ©@@ Enter Bunker 


@®@ Disable Spetznatz aircraft 


You should be familiar with this area as 
this is your second visit. Walk along the 
path and kill the guards that are coming 
towards you just around the bend (1). 
Pick up their weapons but stick to your 
silenced PP7 just now unless you really 
need the fire power. Stay on the main 
path until you get to the third road on 
the right, turn there and follow the 
path past an empty hut on the right to 
the end where there’s another hut (2). 
Shoot the surveillance camera quickly 
before it sets off the alarms (3) and then 
enter the hut. Kill the occupants and 
pick up the comms room key (4). Double 
back to the main path and head for the 
satellite dish (5). Go in and up the stairs 
and shoot the camera on the second 
landing (6). Then go into the room at 
the end and this time shoot the silicon 
out of the console until it’s completely 
destroyed (7). Turn around and leave 
the way you came in, head left along 
the path and into the compound. 
There’s a camera on the far end of the 
left hand hut (8); carry on down the 
path and destroy it (9). This area can be 
really deadly so be careful to get the 
camera before the alarms go — the KF47 
is the best weapon to use from a 
distance. Now double back to the main 
path and fork left towards the 
ventilation shaft but fork right before 
reaching the shaft and you'll get to the 
helicopter (10). Plant the timed mine on 
the helicopter and run (11). Kill any 
guards that come to see what the noise 
is about and then enter the bunker (12) 
and you'll be captured (13). Don’t panic 
— this is supposed to happen! 





Disrupt all surveillance equipment 






o Severnaya, comrad 


Mission Five: Severmaya 
Two: The. Bunker 


Mission Objectives 


©@@ Recover CCTV tape ®@® Escape with Natalya 
@® Compare staff & casualty lists @@ Disasble all CCTV cameras 


Recover GoldenEye ops manual 


This level takes real guile to do well so 
be prepared to do some pretty fancy 
shootin’. You start the level behind 
bars, Natalya is in the cell next to you. 
Swap to your nifty magnetic watch and 
aim it at the end of the corridor outside 
the cell (1), the keys will hopefully be 
picked up. Swap back to your hands, 
the only weapon you have, and open 
the cell door when the guard pacing up 
and down outside gets close. He'll kneel 


down to fire at you, when he gets up 
hit him a few times to get the other 
key and his KF47 (2). The throwing 
knives can be found under the grill 
where you got the keys. Walk down to 
the other end of the corridor and peek 
through the window. You should see 
three guards pass by. Use you KF47 to 
give each one a head shot. As long as 
you keep to single shots you shouldn't 
attract too much attention (3). 
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SPECIAL 
MOVES 


Over the Top 
§ HP 


Gum Toss 
=» & J ¢ @ Any Kick 


Taffy Spit 
¥ & ™ Any Punch 


Taffy Twist 
§ @ @ Any Punch 


: Jelly Roll 
Charge @ , ™ + Any Punch 

Air Twist 
§ @ Any Punch 


Forward Kick 
Hold §HK 





















MISC 
























































aN G { Ultras 1-6 
We Slap Silly $4 @Any 
CA i tee = SR Om Button (Only 
» j (Must bea bit % | done near death.) 
"9 away from = Taunt 
. opponent) — SL&SR&LP or 
ao SL & SR & MP or 
MORE CLAY BR 
$ ¥& —™SR 
KICKIN f (Must be close to Launch 
opponent) Hold #@ HP 
Fireworks Dash Auto Opener 
«an» «» Charge @ ™ + Any Kick 
(Must be a bit away from es Linkers 
opponent) Er % ¥ @ + Any Kick or Punch 
Splat Auto-Doubles 
SLSR SL 5R 4 Punch or Kick 
(Must be a bit away from : 


§ & = + Punch or Kick 

Note: These can only be 
.«. performed after a jumping-in 
on, attack or certain special moves. 


Hop Forward 
™+Si+SR 


Hop Backward 
@+Si+SR 


Combo Breaker 
¥¢ = 3 4 @Any Punch § #@ + Any Kick or Punch 














15) w fel, tf 





Charge, any Punch, any 
Kick to trigger. 
Hold @ Any Punch 


U § @ @ Any Kick 
Hold ™ Any Kick 


60 NMS 





SUPER SPECIAL 
MOVES 


Jack Rabbit Punch 
Overdrive 
$a = § & = Any Punch 


Mega Carrot Machinegun 
jeetle Any Punch 


Hash ‘n’ Bash 
$a = UW =@ Any Kick 


ZS anes .\ 


_Must be performed when 
acts is on knees. 


-* ry ¢ =SL 
- (Must be a tad eo 


from opponent.) Hold st HP 


ees =SR- 


_ (Must be a tad vob from 
opponent.) he 


: = - LP or LK | : 


- = MK or HK 





Vise 


es 6 
3 & = Punch\Kick 
(Only done near death) 


Jeun. 
SL&SR & LK 


Launc 
Hold §, HP 


Dash Auto Opener 
Charge @ ™ + Any Punch 


Linkers 
& § @ + Any Kick or Punch 


Auto-Doubles 
Punch or Kick 
Linker Finisher 
Ut & = + Punch or Kick 


Note: These can only be performed after < a 
jumping-in attack or Le special moves. - 


Hop. Forward 


m= +SL+SR 


Hop Backward 


Wea ee 


- Combo | 
| ‘Breaker 


- Kick. or Punc | 











SPECIAL MOVES 


Over the Top 
§ UHP 


Hits over crouching blocks. 


Unearthly Travel 

=» § & Any Kick 

Dive underground and pop up 
behind your opponent. 


Great Punkin 
¥ & — Any Punch 
Toss off your head. 


Bats in the Belfry 

= § ¢ Any Punch 

Launch a fierce bat attack by airing 
out your head. 


Ghoul Roll 
Charge @ ™ Any Punch 
Roll right over ‘em. 


Boohooken 

=» § & Any Punch 
A rising spirit-cut. 
Rising Ghoul Roll 
=» ©. J 4 =MP 


Lift ‘em off their feet by rolling 
straight up. 


Icky Kick 
«2#ite-=MK 


A fierce barrage 
of attacks. 
















MISC 


Ultras 1-6 
¥ & ™ Any Button 
A wild series of smaction 
action. (Only done 
near death.) 


Taunt 

SL&SR & LP 
Make fun of your 
weak opponent. 


Launch 
Hold # HP 
Standard anti-grav wallup. 


Dash Auto Opener 
Charge @ ™ + Any Kick 
Ground bound or air charge. 


Linkers 
& § @ + Any Kick or Punch 


Auto-Doubles 
Punch or Kick 


Linker Finishers 

§ & = + Punch or Kick 

Note: These can only be performed 
after a jumping-in attack or certain 
special moves. 


Hop Forward 
™+SiL+SR 


Hop Backward 
m+ SL +SR 


THROWS 


(Must be a bit away from opponent.) 


(Must be a bit away from opponent.) _. 










Up ‘n’ Over 
Hold ™ HP 

Icky will reach out, grab the opponent 
and hurl him over his head. 


Squeezer 
Hold ™ HK 
Wraps ‘em up and flings ‘em. 


Spook Spin 
Hold = MK 

Powers from the other side lifts 
opponent off the ground and spins ‘em. 


=™ =  @ Any Kick 
Hit teleport, hit teleport etc... 


§}e@e«4 4 =LP 
Must be very close to the one 
who's soul you possess. 





$a =m ¥ & = Any Kick 
If you connect, you'll be awarded 
by a show of your skill at Clay-Fu. 


ALITY 


(Opponent must be on knees) 


Demon Spin 
«eva —SL 






Scary 
= =SR 





UO m+ K 

3 m+P 

=» § +P 
Charge #,™+P 
Charge #,™+K 
=» ©& J+K 

=» © J+Pp 
§U+K 


YA +P 


Death X-Ray 
= § J = One body length away 


Blood Pressure Squeeze 
§¥ § ¥ One body length away 


Cut in Half 


= =» = Right next to opponent 


Off the Island 


§ = = » Right next to opponent 


3am mik 


$um damp 


TAUNTS 


Taunt 
SL&SR & LK 








Taunt 1 





¥ & + any Kick 
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KEY: 


GORE/VIOLENCE 
Lots of chunky red stuff prone 


to flying about the screen. 


TITILLATION 

Whether it be shower scenes, 
dissolving bikini strings or 
shirts which tend not to be 
very well stitched together! 


AVL) BU], se) 

Episode 13 

While studying under the 

influence of Dhalsim, Ken and 

Ryu are shown the Ki that he 

gathers in his hands. Ryu feels 

a power within him and begins 

to form his own ‘Ki’. Dhalsim is surprised at how quickly Ryu learns and tells him the legend 
of 'Hadou Ken’, a tale of a great master who was able to control this mystical power. 


Episode 14 - The Bloodthirsty Prince 

Ryu, Ken and Chun Li head to Barcelona in Spain to attend a bullfight. The matador is a 
handsome man named Vega whose brilliant fighting technique causes the audience to cheer 
wildly. Chun Li is fascinated by the fighter’s attractiveness, but she senses something disturbing 
in his facial expression. That night a mysterious shadow appears next to Chun Lis bedside... 


Episode 15 — Clash of the Titans 

ken and Chun Li attend a martial arts match for the social elite. Vega appears and selects Ken 
as his opponent for the battle but his incredible jumping ability allows him to attack Ken from 
the air with his metal clawed glove. Bison observes the match while hidden in the audience... 


MYLO) BU) are) 
Episode 16 - The Unveiled Ruler 
Bison watches with the crowd as the death match between Ken and Vega begins. Vega learns 
that the man he is battling against is Ken Masters, heir to the Masters family fortune and one 

- of the people who destroyed Ashura. He also learns that Chun Li is the only daughter of Dorai 
who works for Interpol. 


Episode 17 - The Despot’s Commander 

Ken and Vega continue their fighting match in the death cage and Ken 
soon falls unconscious from loss of blood. He is laid out on a stretcher 
and admitted to a strange room but Chun Li becomes suspicious after 
observing the doctor administering a shot to Ken. Bison appears and 
holds Ryu’s friends captive. Chun Li tries to attack him but fails. 


Episode 18 - The Beautiful Assassin 

Chun Li grabs a camera light to use as a weapon against Bison but, 

unfazed by her attack, he knocks her out. While holding Ken and Chun 
Li captive, Bison calls Ken’s father in America 
and demands a one billion dollar ransom for 
their return. Meanwhile Cammy, the assassin, 


Keep a look out for these icons so you'll know what to | PE 
expect! Don’t say we didn’t warn you! | 


and to plan her attack against him... 
TENTACLES 

Demons with lots of Volumes 5 & 6 

tentacles for tormenting aes 
hapless females! 


PROFANITY 

Free exercising of the right 
to have a potty-mouth. 
“What the heck, lets just 
stick another #!@#! in here” 


EOE RELEASE 
CFL INFORMALION 
= — January 15th 
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70 minutes 
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VOLUME 3 
Those madcap rubber puppets of urban blight are back 


as the cast of Crapston Villas return this month with 
more adventures. 

Will Woody ever get his Croatian girlfriend home to 
meet his mum! Will they ever understand what each 
other is saying! Will she ever actually click that Woody 
is not an incredibly rich Englishman with a Daimler, but 
actually just a scruffy wimpy urchin who’s rather 
miserable now that he’s run away from home? 

Will Marge realise pimps don't make good boyfriends? 
Will Jonathan and Sophie finally kill each other? Will 
Larry and Robbie ever be truly happy together? 

All can be revealed in the latest volume of Crapston 
Villas, a twisted animated take on the more horrid parts 
of the world we live in. 




























YOU CAN N 

OT 
SCAPE DESTINY 
CHUN Lt! : 













Back in the November issue of NMS we gave you the chance to 
win a copy of Volume 1 of the Voltron series on tape thanks to the 
mob at Siren Entertainment. We asked you to tell us the name of 
the king who heads up the dark forces of evil and the answer was 
Xing Zarkon. 


The following got the answer right and were the first five pulled 
out of the sack. Congrats all round! If your name’s listed here your 
tape should be winging its way to you any day. 


Shane Brouwer, Cowan, NSW 


RELEASE 
Curtis Lunney, Murrum Bateman, NSW INFORMATION 










; a “2 —— January 15th 
Riley Perryman, Sydney, NSW Le 3 5 $0195 
Daniel Polesso, Hallett Cove, SA 2 as Sao ‘M’ 
So Eo inutes 
John Walford, Edith Creek, Tas Coe Om > ae 
CQgmm Cm OC mmm Siren 




















HE IZ NOT REAL 
LEZ. IT 1Z ALL A LIE. 
UND ANYVAY YOU 
ARE TOO LATE UND 
HE HAZ GONE. 
Hal 









Dear Les, 

if | was a Spice Girl \'d be Geri 
(Ginger Spice) so | could look at 
my tits. oe 
from, 

Cowboy 

PS Yee harh! 


Dear Les, 

This letter is for Baby Spice #55. 
Baby Spice, I'd like to be your 
lover because you are by far the 
best Spice Girl. Your singing Is 
excellent, you outshine the others 
and those pony tails are a rea 
turn on. Don’t know about those 


shoes hou But | suppose that 


1 wanna be your lover, | have 
gotta get with your friends. That 


doesn’t sound nice. Especially 


vour friend Scary. She doesn't 
shave her legs. 
Please feel free to bite me 
quite enjoy it. 

The Noisy Cricket, Vic. 


(as | 


Dear Les, 
| think it’s cool to have a Page in 
the best mag on earth where you 


PS One of the inmates said you were Nursie 


Dear Father Christmas, 
For Christmas I would like: 


An apple, an orange, some 


nuts and chocolate 


coins. That BC Kid game would do too — he 


looks just like someone I know. 


please bring something for Nurste as she is 


down in the dumps and not 


in cell 259 keeps crying too so 


And can you 


herself. The man 
could he have a 


carton of happy things or be put out of his 


misery with a blunt stick. 
Lots of love, 


dressed up in some cotton wool and a red 


sack but I don't believe him. 


“don’t have to talk about 


Nintendo. Sorta like a chat 
room. 
Mark Withington — You're the ae ae eorge and I'm 


best drawer | have ever seen, 


11. Over many issues | have 


rile jeg you are happy with recognised that youze have been 
Nursie - Get rid of that accent! ca Bidets an : ie 
You may speak that way but YoU Rumble Pak’ you would go: 


don’t have to write it! 
This is the 
written fo 
published | will do it a lot, so 

anyone who wants to talk, tee 


free. 
‘Til then, MIST, NSW. 


Wodeh ove? Mark... \ 


\ Vows in foun. 








fest letter | have ever 
g mag, but if it is 


Star Vixen, NSW 


iNursie!! Come and take me tor 
« bath to Rumble! !’ How stupid! 
No wonder Nursie locked you 
up. Good one Nursie! 

George P., Qld. 

PS Change your underwear. 


Trent Breward, Tas 


| like it when people 
take it all seriously. 


‘Garett 3(c¢ec PE 
. ie ff 






Ace Nes.64 





Howdy Honey 

My name is Barbie I’m a blonde 
bimbo girl in a fantasy world, 
dress me up make it tight I’m 
your dolly. Make me walk, make 
me talk, do whatever you pleas®: 
| can act like a star | can beg on 
my knees. If you take me you re 
‘n for some lovin’ and rubbin’. 
Say you'll be mine. 

Barbie 

Toy town. 





is that Teddy? 
Stella Pearce, Vic. 





: 
| 
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BEE OFF! 


dear Les, | 
Zan you please send a NAKED ~ To Adam E. in issue #55 from 
icture of you at the font. | think SA: dieters Met 
uy are such a sweetie... \'ve lost ello there Mr. Le227._ 
| | You suck but i sort of like you 


when your riding on Bean bags. 
Do you like Bee's cause: | like 

4 Bee’s in tree's. Do you likemy 
~ edition of Poo Vampire Vs : 


Squsage and egg Muffin dude. 


let me tell you about some great 


oy are hot and sexy. The picture YO . 
of you NAKED has to be from My boyfriend recently because 
ou or | think you re fake. But! the b&A%G$d blabbed on too 
reckon you re Sexy when you re much about his PlayStation. So 
kind of lost interest in him. 


NAKED. The people that tease 
_ ‘If any cutesy guys out there 












you are wrong: . 

. 8 .s§ ete yieee pens an papers — news. A Dog had a baby the 

| 80 can and write In. oS | a 10, k | 

melt small anim ar Tove al you spunky men out aa ae peer 

_Jrnees. I am fake too. Ce here be ... o Hard feelings 
| for when I go out after dark. Banish Nursie from Mail Bag ret isis seis Og 
| BRING ON THE MORE ADAM acl If it tasen here to Geelong, how 
| 5 all the boys who suck up to + dogs does it take cr etart 
| Dear Les, girls:- p*%$ offl (Adam E. and a fire in the desert? TWO. 

er Adam E's letter David (#55) to name a Coup e). 


| DANCING GIRLS Firstly, to answ 
To Les the Crazy and Nursie the (#55): Well, | py Nintendo You obviously can't get a 
| Powertul, _ an (I abso utely love my girlfriend in the real world so SHORT AND STOUT 
1am the almighty lord of game N64), I'm not in a fs ationship you try to get one rough Mail Salutations Les, 
oy can interfere with, an I'm Bag by saying “Yay, Gefor it all Tis | merry kTeoothe 
Id 





play “Ace Nes.64”. To that fab 
drawer Mark Withington, coul pretty much looking for a Turok ou girls who play Nintendo. | happiest little Teapot in the world 
L please draw a picture fe) to play Nintendo with me. ie you. Can | suck up your but as it is | have a Tew | 
net To Grunger (#55). | agree with —_g&$e2” You pathetic losers! _-—-— complaints | see fetomake. 


No 1. Madam Pisces please stop 
sending in pictures of yourse 
doland. and others, as it were, 


completely bare. 
No 2. | don’t mean fo sound a 


U 
B Orchid wearing next fo 
nothing? | agree with Dan you saying that TLC & Spice Reading David almost mace me 
Ee lashen, want a girl who Girls are not men but a different throw up. 
lays Nintendo, reads NMS, and new life form and that 37, Boyz —_U. Suck, Ninten 
2 Men, BoyZone & ECT are all 





a ees ii 
























































likes (no, loves) Donkey Kong YES. 
| ales like | do. Are you the girl woosy girly gue but Korn are —- Has Father Christmas been 
for me? It you're still intereste best ban oes to walk . yet? He could bring U. Suck a grumbly goose but for firstly Mr. 
look out for my self portrait (big is planet (behin« Nirvana). So, new vomit pouch for his Burns many of your comments 
| guy with muscles wend Sy de re ee fee you'll geellecsor- are puerile at offensive please 
| snderwear). For those who see W at I'm talking © out. desist and as for Nikki Burns 
Continue to read my letter Miss Turokica, SA. OLD coot how can you reveal a most 
| (hopefully lots of girls!) please : cee eit LES: trusted secret of your Own 
| send to me referring fo me Ace First | would like to congratulate blood??? 
Nes.64 that is). My friend Mark Withington on th Keep up the good work Nursie. 
| gton on those 
_ Cameron W. asked me fo say fo 1 excellent drawings. Second, l Les’s escape must have muddled 
| Nursie that if she is free ona Wl |iked in issue #54 how Philo things tad. 
| ie (no other oe it would be described that 500 pound Teapot . | 
| seen to take her out to beached whale. Eis dida great 1... tittle teapot, sh ye ee 
| ne job exposing that old coot tor a little teapot, 8° | 
| Ace Nes.64, NSW what she really is. When | read it St handle, here’s my — 
| laughed for hours. Thi d, | think ree e, here ey 
| Adam is Ace but not that Ace oe | oe 8 
| ee people should tell their ages and ‘When I soil my bedeloth | 
| That Ace is not Adam. Well he a Lh | k lik Lo k mn I sou my ounes, 
| might be but Ace and Ace come what they eee o knows, hear mé shout, | 
| from different states. Try to : © Sees could be writ anine Then Nursie comes and | 
| remember... black undies = year old when you | cleans me out. | 
. NSW, pat on’ he back = SA. : At least | know | am turning | 
| ee oF fourteen, have black hair, short | 
eS __ FOR AD AM 4 2 but not fat, come from the | 
= Philippines and am a boy. | 
- Dear Les, Turokica, SA Daniel Gondar, Vic. | 
|. Adam E, you te where | 
you are boy, & ¢ on’t let anyone — But how old was the old coot? 
: tho How long do coots live anyway? | 


try and con you into thinking that 
| don’t love you as much as fhe 
sun is hot. The other day | was 
telling my friend:how | thought 
you sounded sooo cute. Red 
then | was playing Killer Instinct 
and | couldn't concentrate so | 
wrote this letter to tell you how 
: much | love you. Whenever you 
are lonely look up at the moon 
and it will remind you of me. 
Jacquie, SA. — — 








Mist, NSW. Les, NMS, PO Box 734, 
oo | Crow’s Nest, NSW 2065 


catalyst@popmail.dircon.co.Un 


ou look like the moon then? 





email: 
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Oh you’re so smart aren’t you!? 
Enough of you have sent in proof 
of your prowess in Karting and 
Waving in the form of screens, so 
we've decided to begin a gallery 
to show off your scores and give 
me less to write. 

The rest of the space this month 
is taken over with various violent 
and other images, just to annoy 
the ‘Standards’ watchers. 


DOOM 64 
MATTHEW GRIFFITHS, 
NSW 


DEAD MEAT 
COURTESY OF 
ASHLEY 
BASKERVILLE, WA 
AND ALEXANDER 
STUART, NSW. 








GOLDENEYE’'S 
FIRST KNOWN 
APPEARANCE IN 
THE ART WORLD. 
A 
LOOK GOOD IN 
THE PART? 


DALIBOR 
TOMASICH, NSW 
ROBERT LILE, VIC 


[IAIN ANDREWS, NSW 
A FATE WORSE THAN LES. 


SAM MCKENZIE, QLD 
JAKE O'CONNELL 








MANOCH 
BAKER, NSW 


NMS, 

PO Box 734, 

Crow’s Nest, NSW 2065 

email: catalyst@popmail.dircon.co.uk 
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Dear Write off, 

If Rare decides to make a ‘007 

Tomorrow Never Dies’, here’s 

a few things they should 

change from ‘Goldeneye 007’. 

1 Fix the way the people’s 
polygons poke through 
doors in ‘Goldeneye 007’. 

2 If you slap in a multiplayer 
game, maybe the others 
should see you do it! 

3 Round the edges off the 
people’s joints. 

4 Every person should have a 
different face, or would that 
take too much memory? 

5 The dead bodies should stay 
on the ground a bit longer so 
you can plough into them. 

6 The hands could be a little 
more realistic. 

I’ve probably been a bit too 

picky here, if I have put anyone 

off buying it, IGNORE ME!!! It 
is the best game | have ever 
played (honestly). 

From Meee, WA. 


Still good though isnt it? A 
couple of the characters are 
maybe a bit cuboid when you get 
up close, but we reckon all that’s 
miniscule against the ace 
gameplay and complexity of 
tasks that really make this a top 
game. Suggestions always 
welcome though. Any others? 


Dear NMS, 
___| am writing to respond to 
: Mae Bridgebottom, who \ was 





in issue 56. While I de agree 
some of her comments were 
- overboard, I do believe NMS | 
___ has deteriorated into pone. 
more than a porno mag. 
__ When the first issues of NMS 
came in around 1993, I was 






work, it would become an 
example to Australian video 
_ games mags everywhere. 
_Unfortunately, it did not make 






























quite pleased with its content. I 1 } 
knew that if it kept up the good | faeshios 5 es diverse we re 


oo hae to upset someone 


the 9th issue before things 
started to look sour. On the 
first page (Ed’s comments) 
there was a caricature of the Ed 
doing the middle finger at the 
readers. I believe this was 
completely uncalled for, and 
something much less offensive 
would have sufficed. And from 
there, NMS has become just 
another magazine printing 
ultra-violent and almost 
pornographic drawings 
submitted by the readers: one 
of the things I do not read 
gaming mags for. 

Another worry I have for NMS 
is the ‘Sega Sux’ attitude. While 
the debate was good for a time, 
it has become nothing more 
than violent expressions of who 
likes what. Of course not 
everyone will like Nintendo: 
everyone's different. I am not 
trying to stand up for Sega in 
any way, but am just saying the 
whole debate has become dull 





Just_a suggestion 
I was just suggesting that it 


would be really good if you 
could give the internet 
addresses for the game 
companies. EG when you have 
your reviews you could put the 
internet addresses in the 
Credits section of your score 
bar. Well that’s just a suggestion 
and I think it would benefit the 
readers heaps if you include 
internet addresses. 

OK well have a nice life, 
Signing off now 

From Chris 


Most games developers’ sites are 
reasonably easy to find, being 
something like: 
www.COMPANYNAME.com. 
There are a few cool sites that 
have excellent links to company 
sites too — Nintendo’s own 1s a 
good place to start, and there are 
plenty of examples of good 
unofficial sites. These can all be 


and boring. And despite the fact | found using the various search 


that in an early issue of NMS 
you stated you would not print 
any such artwork submitted by 
the reader, not two issues later 
you started doing it, and still 


_continue to do so. 


Yours unfaithfully, 
Cyber Predator 


I'm not sure Nancy 
Bridgebotiom’s letter was meant 


to be taken altogether seriously, 
_but this does raise a few points. 
_| We began making the 

4 ae at issue #34, a little 


‘years ago, so we cant 
for times before then when 
it rial staff was different. 











facilities available. 


PAL vs NTSC 

We’ve had a few letters 
concerning the differences and 
relative merits of PAL and 
NTSC N64 machines, most 
recently from Joshua Greer, NSW 
and Robert Du Prezz, Victoria. 
The points they make are too 
lengthy to fit in this time, but in 
answer to some of their and 
others’ questions: the PAL system 
is the one operating in Australia 
and in Europe, while NTSC ts 
the American standard, and a 
version of NISC also operates in 
Japan. Some countries, like 
France, have different systems 
again. PAL has a better 
resolution and smoother picture 
than NISC, with more lines/dots 
ber screen, but the game picture 
is sometimes slightly trimmed top 
and bottom (see our screens 
below). Any differences in frame 
yates are minor and you'd have 
to do a direct comparative 
playing session to notice. 


PAL Screen 





Dear Write Off!, 

After recently flicking through 
back issues of NMS I realised 
how good the RPG and Sports 
Specials were (#43 & #40) and 
thought it would be good to 
see a Racing/Driving Special. 
You could cover everything 
from the classic Micro 
Machines and Nigel Mansell 
games, up to the up-and- 
coming N64 games. Thanx, 
Leon Baradinsky, NSW. 


There’s heaps of racers out just 
now: Automobilt Lamborghint, 
Top Gear Rally, MRC, F1 Pole 
Position, Extreme G, with even 
more promised, including San 
Francisco Rush which we'll 
feature soon. Add to that Diddy 
Kong Racing and promised titles 
like Cruis’n World and Buggie 
Boogie (if they ever appear) and 
we could easily fill a magazine 
with just racers. That said, 
there’s now also a whole heap of 
other titles from various genres, 
so in the interests of keeping a 
wide range of readers happy a 
Racing Special 1s unlikely at the 
moment. We'll try to cover as 
many as we can though. 


Dear NMS, 

I would like to congratulate 
Nintendo on the creation of the 
Controller Pak. This must be 
one of the greatest peripherals 
known to gaming man. It is so 
versatile, you can take it to 
your friend’s house and use it 
to kick his ass with your built 
up character, like in NBA Hang 
Time. And if your buddy gota 
real hot time in Mario Kart 64. 
you can copy the time on to 
your cartridge — what a great 
idea! 

M Voj, Vic. 


There’s nothing like a bit of 
enthusiasm! 


D ue Bs 
email: « cataly slyst@ , 
20pmail.dircon.cc ok 


Any questions? 
Something to say? _ 
Anything you want to _ a - 
rave or rant about? — 





1 ee cae EEDA BEEPS EO EOE ET EAE PE A 









Q / cant get past the Big Waterfall in 
the Hakuna Matata Stage (6). 


A Try to stay towards the middle of 
the waterfall. Wait on the slower 
logs for the quicker ones and use 
them to get up. This area can 
require a bit of practice. 











BQ How do you do the Maul and Flip 
where Simba flips his enemy? 


A Only adult Simba can do this trick. 
Press the X Button repeatedly. 


















Q In Simbas Return (9), why can't | 
enter the caves? 


A You must first defeat all of the 
Hyenas on that screen. 









BQ Are there any codes in Lion King? 


A Yes, one for a stage select and 
invincibility. Go to the options 
screen and press B, A, R, R, Y. 

















Q How can ! defeat Scar at the end 
of level 10? 


A Keep jumping over Scar and 
hitting him. When he tires out he 
will pant and hold his head down. 
Then you must Roar at him and 
use your Maul and Flip move. Keep 
repeating this until you defeat him. 































Q How do | defeat the Hyena at the 
end of Stage 1? 


A Lure him to the ground with you. 
Let him jump up and when he is 
tired you must jump on his back. 





~ a DBE a 
Maia i BENET i 
ieee ean ARERR a 
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How do | get into the Bug Catching 
Bonus Stage? 


A In the previous stage collect a 
red, white and blue Beetle. 














Q How do | defeat the Porcupines? 


A You must Roar at them and then 
jump on them. 









Q How do you increase Simba’s Roar? 
A Collect the big blue Beetles. 



















| : | @ How do | fight the other players? 


aa 


_A Use a power shot when scoring 


eee Tae 


ELE 


Bi 


eau 


a My goalie just turned into a brick 





| A Go into the Practice screen and 


.A No. Players can not be traded 


DA This happens randomly and can 


Q How ao | do the power start? 


Hit the A Button just before the 
No. 7 disappears off the screen. 
Your timing must be perfect. 








Q | can’t score a goal. Help! 









practice the different types of 


shots. ‘A You need to get gold trophies on 


and Match Race modes. 






pA Each player has an anger meter 
under their control colour at the 
top of the screen. This increases 
when they are tripped, checked 
or hit. When the meter is long 
enough the player will drop his 
gloves and start a fight. 









Q@ How do | get the Ghost Vehicle? 


A When you get a fastest lap, the 
Ghost car will appear the next 
time you play. 









What is the best car to use? 


The secret car is the best. 
Before that, the best three are 
the GTV 4, Dog V and VH 1170R. 









Q How do! set the net on fire? 


by pressing the A and C Buttons | 
together. / 


















Q How do ! get the hidden cars? 


You must defeat the Deus and 


Q How do! play a two player, head 
VH 170R in the Match Races. 


to head game? 


Put the controllers in port 
numbers 1 and 3. This will put 
the two players on different 
teams. 


b 


How many Controller Pak pages 
does this game require? 


MRC requires 45 free pages. 





P) = 
Q Can | trade players’ Q Why cant | access the Vs mode? 


‘A You need to have two controllers 


between teams. é 
plugged in. 








wall, how do | do this? 












not be controlled. 


Q Are there any Super Teams? 


A Yes. Before selecting your team, 
go into the Options and hold the 
L Button. Then press the 
following C Buttons; Right, Left, 
Left, Right, Left, Left, Right, 
Left, Left. On the Team Selection 
screen, there will now be an 
extra conference with new 
teams. 


Once again the Nintendo Game Gurus ic into the pit 
of tips and give us some of the choice ones. Don't forget you can 
check out the Nintendo web site on http://www. nintendo.com.au for even more 
- gaming info, or you can dial the number below to speak to one of them. 


: Q How do! select the shaded tracks? 


all of the tracks in Championship — 
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Stay near the middle of the area, and dodge the apples thrown from 
Kangaroon’s pouch. Push and pull the spikes so that Kangaroon lands 
on them. If you get short of life, go underground fo grab the two 
Hearts, or use your Recovery. 





Place the two Black Balls so they're in the middle of the screen. 
Throw one at Sundes, then quickly throw the other to shove him into 
the water on the side of the screen. 





When you start the stage, avoid Funton until he jumps up. Move to 
his shadow and make a hole (A Button) so that when he lands, he'll 
get stuck in it. Throw a Black Ball at him. He'll get mad and spin 
around the screen. Avoid him and wait for him to jump in the air 
again. This time he'll make two shadows; pick one and make a hole. 
You must hit him three times fo defeat him. 








Go underground and go to the top hole. Push the Elbow Pipe left all 
the way and return underground. Come up in the bottom-right hole 
and push the Elbow Pipe up to catch his Wrench. It'll enter the pipes 
and hit him. You have to do this three times to beat him. 





Make a hole in the upper part of the room, and go underground. Big 
Mama is the largest one there. Watch where she sits, then go back 
above ground and throw one of the Black Balls at her. You must do 
this three times to beat her. Watch out for the Small Mice though. 





Pull the chain onto an arrow and let go. You have to do this three 
times. Watch out for the little Sammy Brother as he can’t be beaten! 
He doesn’t walk on the checkered floor tiles though, so stay on these. 
The floor pattern changes with every hit on Big Samm, so take care. 
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Hit ts sane! with a Black Ball. He'll split into two smaller 
snowmen. Hit one of them with the Black Ball and it'll split again. Try 
to hit one of the smallest 
snowmen before hitting 
the bigger ones. This 
way you won't have so 
many enemies on the 
screen at once, and it'll 
is easier to beat them. 


Bi, 





Ron mii the room 
avoiding Jinbe. When 
he's far enough away, 
push/pull/throw the 
Black Ball at one of 
the Exit Blocks. When 
you have destroyed 
all four of them, you 
win! 
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Use the Black Bal aiibier ce to pe ‘i of the enemies, then 
throw the Black Ball all the way right, then push it down onto the 
spikes. Pull it down two spaces and then left two spaces. Throw it 
down into the Exit Block and you're done. 


ae 


in the middle up one space. Go back to the Black Ball.. throw it left to 
the hole, and run up the right path before it returns. Push the left 
Weight down two spaces. Push the right Weight right one space, then 
up one space. Throw the Black Ball up to it. Pull the Black Ball left to 
the hole, then throw it left to the Exit Block. 





Push the Weights as you follow these directions. Go underground in 
the hole by the entrance. Resurface one space up and one left from 
the Black Ball. Push the Weight under you down one space. Go left 
one place and push the Weight down one. Next go left one place and 
push the Weight up one space. Pull the Black Ball left to the hole, 
= throw if left to the Exit Block. 





Throw the Black Ball left and pull it up hen spaces. Push the left 
Weight right one space (make sure the Spiney is above the Weight), 
then go underground and come up one space below the Weight. Push 
the Weight up one space. Throw the Black Ball right, push the middle 
Weight right one space (remember to make sure the Spiney is above 
the Weight), then up all the way. Throw the Black Ball down, right, 
then pull it down one space. Push the right Weight right one space 
so trapping the last Spiney. Go underground one space below the 
middle Weight and come up at the bottom-right corner. Push the 
right Weight up all the way. Pull the Black Ball up to the hole, then 
throw it right to the Exit. 





bo into the hole by the star ee come up in the left hole. Push the 
Weight right one space, pull the Barrel right one space, then throw it 
down, and right to the Weight, and throw it up into the hole. Push 
the Weight left one space, then down one space. Throw the Black Ball 


left, then down. Pull it left to the hole, then throw it to the Exit Block. 





Push the Weight by the niente in one space, then push the Weal 


ae 





bo down in the top-left corner of the area, ter come up in ‘the 
bottom-left of the middle area. Push the right Elbow Pipe up one 
space (make sure Snakeface is on the left). Push the Weight down 
two spaces. Push the top Elbow Pipe left three spaces (it'll be below 
the Exit Block). Push the other Elbow Pipe up one space, pull the 
Black Ball right five spaces, then up all the way. Pull it left three 
spaces and throw it up into the Elbow Pipe. It'll roll through the pipes 
ig break the Exit Hack 





Make q hole right at the start wile go seats tom up one 
space below the top-left Barrel. Walk down and push the Elbow Pipe 
down one space. Throw the top-left Barrel down into the pipe and 
quickly go back in the hole. Resurface one space left of the top-right 
Barrel. Walk left and push the Elbow Pipe into the corner. Go back to 
the right and throw the Barrel into the pipe. Quickly go into the hole 
and come up in the hole by the start. Throw the bottom-right Barrel 
up into the pipe and re-enter the hole. Resurface one space right of 
the bottom Barrel and wait for the previous Barrel to fill the hole by 
the entrance. When it has, throw the Barrel right into the pipe, so 
that it travels through the pipes. Go underground and resurface one 
space below the last Barrel. Again, wait for the previous Barrel to fill 
the hole, then throw the Barrel into the pipe. Go underground and 
resurface one space left of the Black Ball. Throw it left into the pipe. 
Ly travel bess the pipes and break the Exit Block. 











Pull the Black Ball left fo the 
hole. Go underground and 
resurface in the right hole. 
Throw the Black Ball up, then 
pull it right to the hole. Throw 
the ball up, then pull it left to 
the hole. Throw the ball up to 
the Exit Block. 


Go into the hole by the entrance 
and resurface in the top hole on 
the left. Throw the Cabbage into 
any hole. Pull the Barrel up one 


space, then right one space and push it into the top hole. Push the 
Weight down to the hole. Throw the Black Ball up, left, then down to 
the Weight. Push the Weight left one space. Pull the Black Ball down 
one space, right four, then push it down into the Exit Block. Note: 
Underground is a passage leading left fo the Locator. 


also i MIS 0 ne 





Throw the Cabbage right, push the right Weight down one space, 
throw the Cabbage left, push the right Weight up one space, then left 
to the wall. Throw the Black Ball up, then push the remaining Weight 
right one space and down one space. Throw the Black Ball to it, push 
the Weight up one space and left two. Throw the Cabbage left. Push 
the Weight up two spaces and right two spaces. Throw the Black Ball 
to it. Push the Weight right one space and down one space. Push the 


Black Ball down. When it stops, throw it left. Then push the Weight 
left six spaces and down one space. Push the Cabbage down one 
space. Push the Black Ball down one space and up one space. Push 
the Weight right one space, then throw the Black Ball to it. Push the 
Weight down one space, then right two spaces and throw the 
Cabbage to it. Push the Weight up three spaces and right one. Throw 
the Cabbage to it. Push the Black Ball up one space. Push the Weight 
left four spaces and down one. Throw the Black Ball to it. Push the 
oe up one space. Throw the Black Ball left, then up to the Exit 
Block. 
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Push the Weight left two spaces and down one. Next make a hole 
where the Weight was and go underground. Come up one space 
above the Barrel and throw if up fo the arrow. Go back down in the 
first hole, and come up one space above the Black Ball. Throw it up 
to the arrow. Push the Barrel right one space, then throw it right over 
the hole — it should be one space below the top-right arrow. Push the 
Weight up one space and left two spaces. Throw the Barrel left to the 
Weight, then pull it left one space and down one. Touch the Black 
Ball so the arrow pushes it down to the Barrel. Throw the Barrel 
down to the hole. Pull the Black Ball down to the hole, then throw it 
- to the Exit Block. 


High! of fe storing room with four w ete 
2 fe 

Push the Weight right two spaces and up one space. Throw the Black 
Ball left to the arrow. Push the Weight left four spaces and up one. 

Throw the ball left. Push the Weight down one space, right one and 
down two. Throw the ball down, then left. Pull it right one space and 
3 one. Push Ss ball <3 into the Exit Block. 
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Throw the bottom-left Barrel to the left. Pull the next Barrel 
left to the hole, then throw it left. Pull the next Barrel left 
to the hole and throw it left. Pull the bottom-left Barrel 
down one space, then throw it left. You should now have 
filled in four spaces across. Pull the top-left Barrel down 
two spaces, then throw it left, then push it down into the 
hole. Pull the bottom-left Barrel down one space and left 
to the hole. Throw it left, pull it right two spaces and push 
it down into the hole. Pull the bottom Barrel down one 
space, left to the hole and throw it left. Pull it right two 
spaces and throw it down. Pull the left Barrel down two 
spaces, left to the hole and throw it left. Pull it right two 
spaces, then throw it down to the hole above the Black 
Ball. Pull the Black Ball up four spaces, left two spaces, 
then down to the hole. Throw the ball down to the Exit 
Block. There is also an underground passage leading up 
toa is gs has a hint about the boss. 







ols of spires on ine (oor and hea enemies. 

Go saieul one space left and two up from the entrance. Come 
up one space left of the Black Ball and throw it left. Go back in the 
hole and come up in the first hole you made to throw the ball up. 
Go underground and resurface one space left and one down from 
where the ball is. Push the ball right one space, throw it left, then 
down. Go underground and come up in the first hole you made, 
then throw the ball right. Go underground and come up in the hole 
in the bottom-right, and throw the ball up. Go underground and 
resurface in the top space. Pull the ball one space left and push it 
left one more space. Go underground again and come up in the top 
hole. Push the ball down one space onto the spikes and throw it left 
to the Exit Block. 


| ball up, then throw it left to the 


see 
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Pull the Barrel down one space, left one space and 
up two spaces. Throw the Black Ball down, right, 
then up to the arrow. Pull the Barrel down two 
spaces, then push it left all the way. Throw it up 

to the arrow, and pull it left one space. Pull the 
Black Ball down three spaces, push it left all 

the way, then throw it up. Push the 


Exit Block. 


This room has six holes, fwo 
enemas, ir ree arrows, two 
Barrels and a Weight 

Push the Weight left four spaces. 
Go underground in one of the 
holes and resurface one space 
above the right barrel. Throw it up 
to the arrow, pull it up one space then 

throw it up to the top arrow — it should be stopped by the Weight. 
Push it down one space, left two spaces and down into the hole. Push 
the Weight down one space and left one. Throw the Black Ball up to 
the Weight. Push the Weight right three spaces and down one space. 
Pull the ball up one space, right two and up to the hole. Throw it up 
to the Exit a 
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Push the aa rae right two spaces, then push the bottom-left 
Weight left one space. Go underground in one of the holes and come 
up one space right of the Black Ball. Go right one space and push the 
Weight down one space, then left one space. Throw the Black Ball 
right, then down. Pull the Barrel right four spaces. Pull it down to the 
hole, then throw it into the bottom hole. Pull the Black Ball right two 
spaces, then throw it is to the Exit Block. 





irae’ wi) insive noe 

i Bie are in a square pattern. Pull the Barrel left one space and 
throw it down. Throw the Black Ball right, throw the Barrel up, push 
it right one space, and throw it down to the hole. Throw the ball up, 
right, then down. Pull it left one space, and push it down into the 
Exit Block. 
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Pull the Black Ball left one space and down one space. Throw it left 
over the hole, push it down two spaces and onto the spikes. Go 
underground and come up in one of the holes at the bottom of the 
room. Pull the ball down one space and right one space. Throw it 
she, as it ight a) so and 6 it down into the Exit Block. 





Go Gieud ‘a resurface in the hole above the Black Ball. Use 
the ball to beat the enemy, then throw it back where it started from. 
Push the left Weight up one space and the one next fo it right all the 
way and down one space. Push the bottom-left Weight up two spaces. 
Go underground and resurface under the Exit Block. Push the Weight 
below you down one space, then push the top Weight left one space 
and the Weight in the middle of the room left one space. Pull 

the Black Ball right one space, then throw it up. Go 
underground and come up in the top-right 
hole, throw the Black Ball right, then pull it 
left one space. Go back underground and 
come up in the hole in the top-right 
corner. Pull the Black Ball up one 
space, then push the right Weight 
down one space. Go underground 
again and come up one space left of 
the top Weight. Push it right all the 
way, then down one space. Throw 
the Black Ball up. Go underground 
and come up in the top-left hole to 
push it right one space. Go 
underground and then up in the top- 
right hole to throw it up to the Exit 
Block. 











Go underground in the hole by the entrance and come up in the top- 
left corner. Push the Weight up one space, go underground again and 
come up in the bottom-right corner. Pull the bottom Barrel right two 
spaces, go underground and resurface one space above the Barrel. 
Throw it up, then left — it should be next to the Weight. Pull the 
Black Ball right three spaces. Go underground and come up one 
space above the ball. Throw it up, then left — it should be two spaces 
below the Exit Block. Go underground and come up in the hole under 
the exit to throw the ball up into it. 





Push the Weight down all the way, then pull the Barrel down two 
spaces. Go to the bottom-left of the room and down underground. 
Come up in the hole below the Weight and push it up all the way. Go 
underground in the space below the Weight’s new position and come 
up in the top-right part of the room. Push the Barrel down one space 
and go back underground to get to the left of it. Pull it left three 
spaces, then go underground to get below it to throw it down to the 
hole. Throw the Black Ball left to the filled hole. Pull it up three 
spaces, then go underground fo get to its right side. Throw the ball 
left of the Exit Block. There is also an underground passage leading 
down to a room with five Cabbages. 





















































































Push the Barrel left into the hole, go underground and come 
up two spaces right of the Exit Block. Push the top Elbow Pipe 
right onto the filled hole. Throw the Black Ball up, go 
underground and up in the hole by the Exit Block. Throw the 
ball left. Make a hole where you are and come up in the hole 
by the Exit Block. Pull the ball down three spaces. Push it left 
into the Exit Block. 





Push the top Elbow Pipe down two spaces, and the bottom-left Weight 
down one space. Go in the hole by the entrance and come up one 
space left of the Weight you just moved, then push it right all the 
way. Push the top Weight down all the way, then right all the way. 
Push the left Weight right one space, down all the way, then right 
one space. Go underground in the hole by the entrance and come up 
one space right of the right Elbow Pipe (the one you haven't moved), 
push it left three spaces, up two, left two and down one. Push the 
Black Ball right one space, throw it left, down, left and up into the 
pipe. Its direction will change and crash into the Exit Block. 








Go underground and come up one space above the hottom-lett 
Barrel. Pull the top Barrel down three spaces, then throw it right into 
the hole. Push the Elbow Pipe left three spaces and up two. Throw the 
bottom Barrel up, then pull it down one space. Pull that same Barrel 
right three spaces and throw it down. Push the Elbow Pipe down 
three spaces. Throw the bottom-right Barrel up into the hole. Pull the 
bottom Barrel right to the hole, throw if right, then up into the hole 
by the Black Ball. Throw the Black Ball down, then left. Pull the Black 
Ball right two spaces, up to the hole, then throw it up. Pull the ball 






















spaces. Go underground and come up one space below the Elbow 
Pipe then push it up four spaces. Go underground and up one space 
left of the pipe and push it right two spaces and down two spaces. 
With the holes you've already made, pull the Black Ball down to the 
hole, push it right three spaces, up four spaces and right two spaces. 
Throw it down into the Elbow Pipe. It'll change directions and crash 
into the Exit Block. 


down three spaces, throw it left, then down into the Elbow Pipe. It'll 
change direction and crash into the Exit Block. 





Throw the Black Ball up into the Elbow Pipe. Throw the Barrel left 
into the Elbow Pipe just as the Black Ball passes under you by the 
bottom wall. If you timed it right, the Black Ball will end two spaces 
right of the Exit Block. Go underground and come up between the 
ball and the exit. Throw the ball left into it. 





Underground there are two more enemies. Make a hole by the 
entrance and come up one space right of the Black Ball (you'll get 
damaged getting there!). Throw the ball right, then pull it left one 
space, go underground and come up two spaces down and one space 
right from the ball. Throw it down, left, then pull it right one space. 
Throw the Black Ball down, right, then pull it left one space. Push the 
ball down into the Exit Block. 





Go underground one space down and left of the top-right corner. 
Come up one space above the Black Ball. Push the top Weight right 
two spaces. Push the left Weight down all the way. Go back 
underground and come up between the two right Weights. Push the 
bottom Weight down one space and the Elbow Pipe left one space. Go 
underground and resurface one space below the Elbow Pipe. Push it 
up two spaces and left two spaces. Go underground and come up in 
the hole by the Black Ball. Push the Elbow Pipe up all the way. Throw 
the Black Ball up. Go back underground and come up in the hole in 
the top-right. Pull the Black Ball down three 
spaces. Push it right into the Exit Block. 





You must ae 100% in Stages 1-7 before “pee 8 opens up. Make 
sure you check every room to get the Map, Locator, the Bonus Area 
and all 20 Cabbages. 





Check to see if you have all of 
the items, then make sure you 
didn’t use the Give Up. If you 

did, you'll have to restart the 

level. 


Push the Elbow Pipe left one space. Throw 
the Black Ball down, then left and push it~ 
down one space. Throw the Barrel down to 
the Black Ball and pull it left one space. 
Now, throw it down into the hole. Push the 
Elbow Pipe right one space and down two 
spaces. Push the Black Ball up one space, 
right one, down all the way and right five 
spaces. Push the Elbow Pipe left three 
spaces, down all the way and right two 
spaces. Push the Black Ball to the Elbow Pipe 
and throw it in. Quickly walk left, and push 
the Elbow Pipe left to prevent the ball from 
getting back through it. Throw the ball down 
to the Exit Block. 





From the room with 
Grampa, go up three rooms, 
right one and down two. Go 
underground and follow the passage down to a hole. Come 
"up, then go left and jump in either of the two holes to go left one 
screen. This puts you back at Grampa, only now you're behind him. 


There are three enemies underground. Make a hole right below the 
entrance and throw the Cabbage into it, then go underground. Come 
up two spaces to the right, and push the right Elbow Pipe down four 
spaces. Go underground in the hole you just came out of and 
resurface one space right of the Elbow Pipe. Push it left three spaces. 
Go underground in the last hole you made and come up one 
space below the Elbow Pipe. Push it up all the way and left all 
the way. Pull the Black Ball up three spaces, go underground 
and resurface two spaces left. Pull the Black Ball left two 
spaces, then go back underground and come up in the hole in 
the bottom-right. Pull the Black Ball down four 
spaces. Go underground and up in the hole by 
the entrance. Pull the Black Ball left three 
spaces. Go underground and resurface in the 
hole by the entrance. Pull the Black Ball all the 
way up. Push the lower Elbow Pipe (the one you 
haven't moved yet) right one space and down 
one space. Go underground and come up one 
space left of the Elbow Pipe. Push it right three 
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email: catalyst@popmail. dircon.co.uk 
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All the Swap & Sell entries are divided into States so you can quickly find the 
swappers and sellers in your area. If you want to get hold of a game or you want 
to get shot of one then fill in the form below (neatly please!) and post if to us af 
the address shown. We'll print all the address and phone number details in the 
mag that you send us so make sure you've got permission from the olds fo send 
them in. If you don’t want us to print your whole address just give us a town or a 


DETAILS 


STEPHEN JAMES 
3 Oats Place, Kambah, ACT 2902 
Tel: 231 0895 


SCOTT REYNOLDS 


33 Chataway Cres, Fadden, ACT 2904 


Tel: 02 6291 0488 
BRETT KAYE 


WANTS 


Prince of Persia (SNES) 


N64 Console + Controller 
any N64 games 
Lylat Wars/Mario Kart 64 


N64 Console 


3 Dunbar St, Fraser, Canberra, ACT 2615 Mario Kart 64 (N64) 


Tel: 02 6258 3334 
MATO ZVONIMIR BOBAN BABIC 


Super Mario 64 (N64) 
GoldenEye 007 (N64) 


11 Kareelah Vista, O’Malley, ACT 2606 Diddy Kong Racing (N64) 


Tel: 286 2963 or 257 3480 


ANTHONY WARDLEY 
Rathmines, NSW 2283 
Tel: 049 754 817 


' = BRNEDON MCCUDDEN 
© Lightning Ridge, 3 Mile Road, PO Box 


860, NSW 2834. Tel: 291 227 


ANDREW THORBURN 
PO Box 1, Jerilderie, NSW 2716 
Tel: 058 861 360 


TODD FISHER 


PO Box 189, Canowindra, NSW 2804 


Tel: 063 441 933 


CHRISTOPHER QUILLER 


Lot 102 Day St, Lockhart, NSW 2656 


Tel: 069 205 642 
AARON FONSECA 


4 Milton St North, Ashfield, NSW 213] 


Tel: 02 9797 6320 


SHANE HENNESSY 
PO Box 99, Bombala, NSW 2632 
Tel: 064 583 621 


DAVID MADDEN 


Sandy Creek Rd, Muswellbrook, NSW 


2333. Tel: 065 433 642 


Address 


Town/City 


State 
Tel 


Alien vs Predator (SNES) 
Donkey Kong Country 2 (SNES) 
Yoshi's Island (SNES) 


Donkey Kong Country (SNES) 
Super Mario Kart (SNES) 
Earthworm Jim 2 (SNES) 


World Class Rugby (SNES) 

Super Mario Kart (SNES) 

Action Replay (SNES Hardware) 
Dirt Trax FX (SNES) 

Boxing Legends of the Ring (SNES) 


Ultimate Mortal Kombat (SNES) 
Weapon Lord (SNES) 
Killer Instinct 2 (SNES) 


Shadow Run (SNES) 
Lost Vikings (SNES) 
Jurassic Park (SNES) 





WILL SWAP/SELL 


Bubsy the Bobcat (SNES) 
Wolfenstein 3D (SNES) 
Bob (SNES) 


NES Console + 2 Controllers 
Lee Trevino’s Fighting Golf 
Super Mario Bros. 


SNES Console $50 
Mystic Quest Legend (SNES) 
Donkey Kong Country 3 (SNES) 


Choplifter 2 (Game Boy) 

Paper Boy (Game Boy) 

Flash (Game Boy) 

Fortress of Fear (Game Boy) 

Tennis (Game Boy) 

plus many more Game Boy games 
all between $7 and $15 


SNES Console, 3 Controllers, 
Universal Adaptor, Super Game 
Boy, Super Multitap + 18 games 

All $1150 ono. Will sell separately 


Super Metroid (SNES) 
12: The Arcade Game (SNES) 
Killer Instinct (SNES) 


Clear Game Boy 

Lion King (Game Boy) 

Donkey Kong Land (Game Boy) 
Double Dragon (Game Boy) 
Zelda: Link's Awakening (GB) 
Super Game Boy (SNES/GB Hware) 


Super Mario All Stars (SNES) 
Jurassic Park (SNES) 

Desert Fighter (SNES) 

Super Soccer (SNES) 

Navy Seals (Game Boy) 
Super Punch Out 


Game Boy + 4 games $100 


TMNT: Tournament Fighters (SNES) 
$25 

Super Mario All Stars (SNES) $25 

Indiana Jones (SNES) $25 


Bubsy the Bobcat (SNES) 


Doom (SNES) 
Donkey Kong Country 2 (SNES) 
NHL ‘96 (SNES) 
Micro Machines 2 (SNES) 
Primal Rage (SNES) 

All swap 


city and a phone number. If you find a game you want then just ring the number 
and arrange a deal. It’s up to you to haggle and to sort out the details but make 
sure you get permission before you go ringing all round the country! Try not to 
give us too much info either because the more space you want the less there is for 
everyone else — so, to make sure we fit in as many swappers and sellers as poss, 
we're limiting each one to 10 entries. Don’t be greedy now! 


DETAILS 


MITCHELL NEAL 
23 Beasley Cres, Rankin Park, NSW 
2287. Tel: 049 573 684 


VERNON FARRELL 
1 Proctor St, Newcastle, NSW 2297 
Tel: 610 571 


JOHN HANNA 


WANTS 
Super Mario World (SNES) 


Equinox (SNES) 
Final Fantasy II! (SNES) 
Sim Earth (SNES) 
MegaMan VII (SNES) 
with boxes & manuals please 


Sailor Moon (SNES) 


19 Paulwood Ave, Winmalee, NSW 2777 Power Rangers (SNES) 


Tel: 047 541 783 


DARREN MOSLEY 
Unit 7/25 Haynes St, Lemongrove, 


Penrith, NSW 2750. Tel: 047 311 407 


(after 5pm) 
AIDAN WERRY 


24 Vernon St, Strathfield, Sydney, NSW 


2135. Tel: 9764 1620 


TODD BOLAND 


Street Fighter Il Turbo (SNES) 


Worms (Game Boy) 
Worms 2 (Game Boy) 
will pay $20-25 
Mario Kart 64 (N64) 
Mortal Kombat Trilogy (N64) 
Blast Corps (N64) 
Turok: Dinosaur Hunter (N64) 
1 Controller + Rumble Pak (N64) 


Shadows of the Empire (N64) 


76 Kelvin Park Drv, Bringelly, NSW 2171 Turok: Dinosaur Hunter (N64) 


Tel: 047 748 864 
THUVARAKAN (Tu-varA-KAN) T 


6a Rochester St, Homebush, NSW 2140 


Tel: 02 9746 1720 


ALEXANDER OWEN 


26 Spencer St, Rose Bay, Sydney, NSW 


2029. Tel: 02 9371 4676 
THOMAS NAYLOR 


13 Walco Drive, Coffs Harbour, NSW 


2452. Tel: 02 532 357 
RODNEY PETRIE 


108 Martin St, Tenterfield, NSW 2372 


Tel: 067 361 170 





Mario Kart 64 (N64) 


Any RPG game (SNES) 

Sim City (SNES) 

Any Star Wars game (SNES) 
Mortal Kombat II (SNES) 
Mortal Kombat 3 (SNES) 
Donkey Kong Country 2 (SNES) 
Killer Instinct (SNES) 

Winter Gold (SNES) 

Summer Olympic Games (SNES) 
Prehistorik Man (SNES) 

Any Disney game (SNES) 

Any NBA game (SNES) 


Any N64 game or accessory 


Super Mario 64 (N64) 
N64 controller (N64 hardware) 


Lord of the Rings (SNES) 
Vampires Kiss (SNES) 
Lolo (NES) 


Send to: Swap & Sell, NMS, PO Box 734, Crow’s Nest, NSW 2065. email: catalyst@popmail.dircon.co.uk 


WILL SWAP /SELL 
Super Mario All Stars (SNES) 


Shag-Fu (SNES) $30 
Power Rangers (SNES) $30 
Zelda III (SNES) $50 
Syndicate (SNES) $40 
Secret of Mana (SNES) $40 
all with passwords & cheats 


Killer Instinct (SNES) 


Donkey Kong Country 2 (SNES) 
$50 


Yoshi's Island (SNES) $45 
Super Mario Kart (SNES) $45 


Yoshi's Island (SNES) Sell 
Super Mario (SNES) Sell 
SNES Controller (SNES) Sell 
Super Game Boy (SNES/GB 
Hardware) Sell 


Super Mario 64 (N64) Swap 


Super Mario All Stars (SNES) $45 
Donkey Kong Country (SNES) $60 
Donkey Kong Country 3 (SNES) 
$70 (both DKs have finished files) 
Super Mario Kart (SNES) $60 
(up to Special Cup) 
California Games (NES) $30 
Maniac Mansion (NES) $30 
Super Mario Bros/Duck Hunt 
(NES) (Zapper not included) 
NES Controller $10 
Super Scope Gun + 6-in-1 game 
(SNES) $80 
Battle Clash (SNES Scope game) $60 
All SNES games (not Scope & 
Scope games) for $200 
All NES games for $70 


Donkey Kong Country 2 (SNES) 
$15 





| WANT: 
Game Console 
Game Console 
Game Console 
I'LL SWAP /SELL 
Game Console 
Postcode______ Gqme Console 
Age ____. Game Console 






























































con the coupon if you don’t 
want to cut up this fine magt 


DETAILS 


JOSHUA ADAMS 
Nymagee Hotel, Nymagee, NSW 2831 
Tel: 068 373 854 


AARON EVANS 
27 View St, Gunnedah, NSW 2380 
Tel: 02 6742 1382 


ERICH FUTTERLEIB 
438 Fairlight Rd, Mulgoa, NSW 2745 
Tel: 047 738 398 


STEVEN ROUSOS 
9 Ferdinand Place, Rosemeadow, NSW 
2560. Tel: 046 212 439 


RATHANY SAN 
1 Kalang Rd, Edensor Park, Fairfield, 
NSW 2176. Tel: 02 9610 9907 


ASHLEY PIDGEON 
199 Connells Point Rd, Connells Point, 
Sydney, NSW 2221. Tel: 9546 5895 


TIM ROBERTSON 
4 Bryant Place, Lismore, NSW 2480 
Tel: 244 315 


DAVID LEWIS 
Beecroft, NSW 2119 
Tel: 9871 1740 


JASON BELL 


10 Renton Ave, Moorebank, NSW 2170 


Tel: 9824 2381 
KEITH MARCHANT 


WANTS 


Doom (SNES) 
Mortal Kombat (SNES) 
Super Mario Kart (SNES) 


Mario Paint + Mouse (SNES) 
Donkey Kong Country (SNES) 
Donkey Kong Country 2 (SNES) 
Super Mario Kart (SNES) 
Worms (SNES) 

Donkey Kong Land (Game Boy) 


Any N64 game (N64) 
Will pay $50 at most 


Wario Blast (Game Boy) 
Super Mario Land 2 (Game Boy) 
A Boy and his Blob (Game Boy) 
Wario Land (Game Boy) 


Any N64 game 


Solar Striker (Game Boy) 


27 Deakin Pl, West Pennant Hills, NSW Donkey Kong Land (Game Boy) 


2125. Tel: 9871 8616 


NORTHERN TERRITORIES 


RAYMOND HUNTER 
46 Rosella Cres, Walagi, Darwin, NT 
0812. Tel: 9845 3991 


QUEENSLAND 


CHRIS WERKMEISTER 
11 Brighton Lane, Brighton, Brisbane, 
Qld 4017. Tel: 07 3269 3346 


SHAUN VAUGHN 
297 Waterford Rd, Carole Park, Qld 
4300. Tel: 3271 5237 


KANE POWELL 
25 Armstrong Rd, Charters Towers, Qld 
4820. Tel: 874 637 


PETER HILL 


50 Lobelia Ave, Daisy Hill, Brisbane, Qld 


4127. Tel: 07 3290 1605 


SHAYNE GARLAND 
68 Drayton Rd, Toowoomba, Qld 4350 
Tel: 076 354 020 


CARL OTTO 
(/- Post Office, Mondure, Qld 4611 
Tel: 071 689 843 


DARREN PELUCHETTI 
30 Warland St, Kirwan, Townsville, Qld 
4817. Tel: 231 059 


LIAM JACOB 
7 Hydrus Pl, Wynnum North, Brisbane, 
Qld 4178. Tel: 3396 4617 


78 NMS 


Lylat Wars (N64) 
Blast Corps (N64) 


Wayne Gretzky’s 3D Hockey (N64) 
FIFA Soccer 64 (N64) 
Lylat Wars (N64) 


Ultimate Mortal Kombat 3 (SNES) 
Secret of Mana (SNES) 

Secret of Mana 2 (SNES) 

Secret of Evermore (SNES) 
Breath of Fire 2 (SNES) 


Zelda: Link’s Awakening (Game Boy) 


Any N64 game or accessories 


Blast Corps (N64) 
NBA Hangtime (N64) 


Zelda 64 (N64) 
Other N64 games considered 


Kirby's Dream Land 2 (Game Boy) 
Super Mario Land 2 (Game Boy) 


WILL SWAP/SELL 


Donkey Kong Country (SNES) 
Killer Instinct (SNES) 


SNES Console + 8 games 
all in good condition 
$250 ono 


NBA Jam TE (SNES) $50 

Mortal Kombat 3 (SNES) $40 

Super Metroid (SNES) $35 

Secret of Mana (SNES) $40 

Secret of Mana 2 (SNES) $45 

Doom (SNES) $65 

Donkey Kong Country (SNES) $50 
Or all for $300 

NES Console + 2 Controllers, 
Zapper and over 30 top 
games $320 ono 


SNES Console + 2 Controllers, 
Super Mario Kart (SNES), 
Donkey Kong Country 2 (SNES) 
Donkey Kong Country 3 (SNES) 
Ultimate Mortal Kombat 3 

(SNES) 

All boxed with manuas, brand new, 

cheats if requested. 

All for $260 ono. 


F1 Spirit (Game Boy) $15/Swap 
Excitebike (NES) 


Game Boy Console 

NBA Jam TE (Game Boy) 

Donkey Kong Land (Game Boy) 

Mortal Kombat 3 (Game Boy) 

Worms (Game Boy) 

Street Fighter II (Game Boy) 
with Carry Case 


Street Fighter Il (SNES) $35 

NBA Jam (SNES) $45 

Super Street Fighter Il (SNES) $50 
Mario is Missing (SNES) $20 


SNES Console + 2 Controllers, 
Terranigma (SNES) 
All $100 ono 


Game Boy Gallery (GB) $20 
or swap 


Killer Instinct Gold (N64) 


Super Mario 64 (N64) $90 
or swap 


Earthworm Jim 2 (SNES) $30 
Zelda 3: Link to the Past (SNES) 
NBA Jam TE (SNES) $25 
Lawnmower Man (SNES) $30 


Double Dragon (Game Boy) 
Mortal Kombat 3 (Game Boy) 
Star Wars (Game Boy) 
Killer Instinct (Game Boy) 

All with boxes & manuals 


SNES Console + 2 Controllers, 
Scope and 9 games (SNES) 
will negotiate over phone 


Killer Instinct Gold (N64) Sell 
Mario Kart 64 (N64) Sell 


Super Mario 64 (N64) 


Street Fighter II (Game Boy) 
Fl Race (Game Boy) 
both in perfect condition 


Super Punchout (SNES) $30 

Super Mario All Stars (SNES) $30 

Super Game Boy (SNES/GB 
Hardware) $32 


DETAILS 


ALISTAIR MCDONALD 
133 Pope Street, Brisbane, Qld 4121 
Tel: 3892 7295 


CHRISTINE CHIEN 
4 Kent Close, Springwood, Qld 4127 
Tel: 07 3808 4838 


SCOTT GAGIE 
26 Painsettia Ave, Runaway Bay, Qld 
Tel: 5537 3222 


ZAC EVANS 
127 Fleming Rd, Hemmant, Brisbane, 
Qld 4174. Tel: 3890 1125 


MARK FAWCETT 
Flat 5/15 Amisfield Ave, Nundah, 
Brisbane, Qld 4012 


MATTHEW SLY 
39 Gore Street, Murgon, Qld 4605 
Tel: 071 682 851 (after 4pm) 


JOSHUA LANCASTER 
19 Walker St, Collinsville, Qld 4804 
Tel: 077 856 129 


RACHEL STRONG 
55 Kyeema Cres, Bald Hills, Qld 4036 
Tel: 3261 7743 


SAMUEL MORGAN 


18 Hooper Court, Bundaberg, Qld 4670 


Tel: 536 034 
CRAIG WILSON 


WANTS 


Donkey Kong Land (Game Boy) 


Turok: Dinosaur Hunter (N64) 
Super Mario 64 (N64) 
Mario Kart 64 (N64) 


Punch-out! (NES) 
Solar Jetman (NES) 


Wario Land (Game Boy) 
Donkey Kong Land 2 (Game Boy) 
2 Player Adapter (Game Boy) 


Wave Race 64 (N64) 
Mario Kart 64 (N64) 


Worms (Game Boy) 


5 Mahogany St, Nth Rockhampton, Qld Donkey Kong Country (SNES) 


4701. Tel: 262 616 


DANIEL SCHMIDT 


Donkey Kong Country 2 (SNES) 
Donkey Kong Country 3 (SNES) 
Earthworm Jim (SNES) 


Virtual Bart (SNES) 


27 Eleventh Ave, Townsville, Qld 4810 F-Zero (SNES) 


Tel: 077 724 927 


JOSH MATT 
M/S 264 Pine Creek, Bundaberg, Qld 
4670. Tel: 071 579 661 


DESLEY PAGE 
1/38 Johnson St, Mundingburra, 


Boogerman (SNES) 


Top Gear (SNES) 
Metal Marines (SNES) 


Townsville, Qld 4812. Tel: 077 794 642 Theme Park (SNES) 


MICHAEL ANDESEN 


19/6-16 Ramu St, Eagleby Gold Coast, 


Qld 4207. Tel: 07 3807 8034 


§ DEWYS 
5 Voyagers Ct, Raby Bay, Qld 4163 
Tel: 3821 1894 


MATTHEW KNIGHTS 
5 Victoria St, Toogoolawah, Qld 4313 
Tel: 07 5423 1677 


SAMI CHAMOUN 


1/61 Moore St, Morningside, Qld 4170 


Tel: 07 3899 5457 


GEORGE DENTON 
13 Bogong St, Kuraby, Brisbane, Qld 
4112. Tel: 07 3219 8823 


BEN SIELAFF 
62 Skyline Dve, Kholo, Qld 4306 
Tel: 07 3201 1031 


MATTHEW RICHARDS 


with manuals please 


Super International Cricket (SNES) 


Mario Kart 64 (N64) 
Turok: Dinosaur Hunter (N64) 
NBA Hang Time (N64) 


Lylat Wars (N64) $100 


Lamborghini 64 (N64) 


49 Danean St, Wynnun, Brisbane, Qld GoldenEye 007 (N64) 


4178. Tel: 3396 0262 


Duke Nukem 64 (N64) 


WILL SWAP /SELL 


Yoshi's Island (SNES) 
Donkey Kong Land 2 (GB) 
both boxed 


Kirby’s Dream Land (Game Boy) 


Donkey Kong Country (SNES) £20 
MegaMan X (SNES) $15 

Zombies (SNES) $15 

Yoshi's Island (SNES) $20 

Super Mario World (SNES) $15 
F-Zero (SNES) $15 

Mario Paint with Mouse (SNES) $30 
Castlevania 4 (SNES) $15 

Mario + Duck Hunt (NES) $10 
Ghostbusters 2 (NES) $10 

Pinbot (NES) $10 

Golf (NES) $10 

SNES Console $60 

NES Console $20 

SNES Console + 8 games $150 
NES Console + 4 games $50 

Or all for $205 ono 


Double Dragon (SNES) $20 
PGA Tour ‘96 (SNES) $20 
Mortal Kombat (Game Boy) $20 


Mortal Kombat 2 (SNES) Swap 
Super Street Fighter 2 (SNES) Swap 


Mortal Kombat 2 (GB) $25 
Asteroids/Missile Command (GB) 
£20 


Mario and Yoshi (Game Boy) 
Battletoads (Game Boy) 
Double Dragon (Game Boy) 
Choplifter 3 (Game Boy) 


Full Throttle (SNES) 

Sim City (SNES) 

PGA Golf Tour ‘96 (SNES) 

Indiana Jones (SNES) 

Super International Cricket (SNES) 
SNES Console + 2 Controllers 


Super International Cricket (SNES) 
$35 


Yoshi's Island (SNES) 

Donkey Kong Land (Game Boy) 
Wario Land (Game Boy) 

Super Mario 64 (N64) 


Killer Instinct Gold (N64) $70 
Shadows of the Empire (N64) $80 
with boxes & manuals & in 

top condition 


Solar Striker (Game Boy) $40 

Boomer’s Adventure Asmik World 
(Game Boy) $40 

Super Game Boy (GB/SNES) $95 
brand new 

Donkey Kong (GB) $45 brand new 


Wave Race 64 (N64) $70 
Super Mario 64 (N64) $70 
Both boxed with manuals (new) 


Super Mario 64 (N64) $50 
mint condition 


Donkey Kong Country 2 (SNES) 

Mario Paint (SNES) 

Star Wars: Empire Strikes Back 
(SNES) 


Shadows of the Empire (N64) $89 
or swap 


SNES Console $40 

2 Controllers (SNES) 10 

7 games (SNES) $190 
or all for $230 





DETAILS 


CHRIS O'CONNELL 
Gorge Rd, Finch Hatton, Qld 4756 
Tel: 079 583 215 


DOMINIC CRISCI 


WANTS 


Any Simpson’s game (Game Boy) 


NFL Quarterback Club ‘96 (Game Boy) 


Toy Story (Game Boy) 
Earthworm Jim (Game Boy) 
Soccer (Game Boy) 


Zelda: Link to the Past (SNES) 


Nambour C’Park, Namboun, Qld 4560 Sim City (SNES) 


Tel: 07 5442 1153 


Killer Instinct (SNES) 


SOUTH AUSTRALIA 


DARREN MILL 
Box 399, Kadina, SA 5554 
Tel: 08 8825 6242 


GABRIEL WOMACKS 
5 Alma St, Glenelg Sth, SA 5045 


Tel: 08 8294 3989 (buyers nr Adelaide) 


TOM MILTON 


War 2410 (SNES) will pay $70 
Oggle Battle (SNES) will pay $50 


Any N64 Games (NTSC) 


19 Stanbridge Way, Karratha, WA 6714 PAL converter for N64 


Tel: 08 9144 1946 
CHRIS HILLYARD 


11 Nella Dan Crt, Greenwith, Adelaide, 


SA 5125. Tel: 08 8289 8972 
SHANE DANIELS 


14 Radnor Ave, Rostrevor SA 5073 


Tel: 08 8337 1444 


KARL KOENECKE 
82 Duncan St, Whyalla, SA 5600 


SHAUN PRICE 
Box 63, Lucindale, SA 5272 
Tel: 08 8766 2163 


RICK WILLIAMS 


54 Lincoln St, Largs Bay, Adelaide, SA 


Mario Kart (N64) 


Castlevania (Game Boy) 
Castlevania 2 (Game Boy) 


Theme Park (SNES) with manual 


Secret of Mana (SNES) 
with manual & box 


5016. Tel: 8449 2287 (Adelaide area only) 


NICK STRUTTON 
2 Webb Ave, Glenside, SA 5065 
Tel: 08 8379 5832 

All swappers in SA please 


JOSH CORMIER 


26 Long View Rd, Windsor Gardens, 


Adelaide, SA 5087. Tel: 8369 1279 


ANDREW MATES 
16 McDonald Rd, Parafield Gdns, 
Adelaide, SA 5107. Tel: 8250 4253 


Diddy Kong Racing (N64) 
Clayfighter 63 1/3 (N64) 
N64 Racing Wheel (N64 Hardware) 


Chrono Trigger (SNES) 
Lylat Wars (N64) 


FELIX GREEN 
33 Matthew Smillie Dr, Nairne, SA 5252 
Tel: 08 8388 0169 


JAMIE HORN Doom 64 (N64) 

4 Cheam Drive, Reynella, SA 5161 NBA Hang Time (N64) 

Tel: 08 8322 6245 Lylat Wars (N64) 
Blast Corps (N64) 


Killer Instinct Gold (N64) 
Turok: Dinosaur Hunter (N64) 
Wave Race 64 (N64) 

Hexen 64 (N64) 

FIFA 64 (N64) 

Clayfighter 63 1/3 (N64) 
Controller (N64 Hardware) 
Rumble Pak (N64 Hardware) 
Memory Pak (N64 Hardware) 









WILL SWAP /SELL 


Zelda: Link's Awakening (GB) 

Star Wars (Game Boy) 

Fl Race (Game Boy) 

Alien 3 (Game Boy) 

Killer Instinct (Game Boy) 

4 Player Adapter (GB) $10 (never 
been used) 


Ghoul Patrol (SNES) 
Ultimate Mortal Kombat 3 (SNES) 
Super Mario Kart (SNES) 


Terranigma (SNES) $30 
Utopia (SNES) $25 

Brain Lord (SNES) $40 

Breath of Fire 2 (SNES) $40 
Chrono Trigger (SNES) US $80 
Prince of Persia 2 (SNES) $30 


Super Mario World (SNES) $25 
Kirby’s Fun Pak (SNES) $25 
Street Fighter Il (SNES) $25 


Scope + 6 in | Game (SNES) $25 


Metal Combat (SNES Scope) $25 
Yoshi's Safari (SNES Scope) $25 
Pro Action Replay (SNES) $25 


Heaps of N64 games (N64 NTSC) 
incl. Starfox 64 with Rumble 
Pak (N64 NTSC) 


Blast Corps (N64) Swap 


SNES Console + 2 Controllers $90 

Doom (SNES) $60 

Super International Cricket (SNES) 
$60 


Donkey Kong Country (SNES) $60 


Super Tennis (SNES) $50 

Super Mario All Stars (SNES) $50 
All with manuals & Al 
condition 


Nigel Mansells World 
Championship (SNES) as new 
with box & manual 


Illusion of Time (SNES) $35 or 
Swap (with manual & box) 


SNES Console with Super Mario 
All Stars (SNES) 
Super Soccer (SNES) 


Worms (Game Boy) 
Sim City 2000 (SNES) 
PilotWings 64 (N64) 
Super Mario 64 (N64) 


Wario Land (Game Boy) $35 
Wario Blast (Game Boy) £20 
Battletoads (Game Boy) $20 
Metroid I (Game Boy) $15 
Megaman: Dr Wily’s Revenge 
(Game Boy) $15 
Kirby’s Dream Land (GB) $15 
Street Fighter Il (Game Boy) $35 
Dr Mario (Game Boy) $15 
Double Dragon (Game Boy) $15 
Super Mario Land (GB) $20 
Game Boy Console $50 
Game Link Cable (GB) $10 
All in good condition 


Super Mario World (SNES) 
Super Star Wars (SNES) 


All for $150 with boxes & manuals 


Mario Kart 64 (N64) $75 
Star Wars (N64) $75 
Cruis'n USA (N64) $60 
or all 3 for $200 
Yoshi's Island (SNES) $45 
Zombies (SNES) $40 
Super Mario World (SNES) $30 
Killer Instinct (SNES) $50 
Super Strike Gunner (SNES) $25 
Unirally (SNES) $30 
Scope Gun + 6 in 1 game (SNES) $60 
1 Controller (SNES Hardware) $10 
or all 8 for $280 
Killer Instinct (Game Boy) $25 
Donkey Kong Land (GB) $30 
15 NES games (ring for titles) 
NES Console + 5 Controllers $60 ono 


DETAILS 
JACOB TOMCZAK 


12a John Fisher Drive, Torrens Park, 


Adelaide, SA 5062 
Tel: 8276 5235 


EDWARD WEAVER 


2 Gilpin Lane, Mitcham, Adelaide, SA 


5062. Tel: 8272 2105 


WANTS 






WILL SWAP /SELL 


SNES Console 

Donkey Kong Country (SNES) 

Lion King (SNES) 

Super Mario All Stars (SNES) 
All for $80 


Bubsy the Bobcat (SNES) $20 

Super Mario World (SNES) $20 

Donald Duck in Maui Mallard 
(SNES) $25 


OS SINAN 2) ee 


JOHNNY WALKER 


86 Franklin St, George Town, Tas 7253 


Tel: 03 6394 8418 
NICK REID 


135 Nicholls St, Devonport, Tas 7310 


Tel: 03 6424 3564 


SAM HARRIS 


1/11 Gladstone St, Salamanca, Hobart, 


Tas 7000. Tel: 03 6224 4334 


RIMA TEATA 
20 Saladin Circle, Clarendon Vale, 
Hobart, Tas 7019. Tel: 62 471 435 


ANGUS WILSON 


10 Esplanard Port Sorell, Devonport, 


Tas 7307. Tel: 03 6428 7388 


Secret of Mana (SNES) 
Chrono Trigger (SNES) 


PilotWings 64 (N64) 

Blast Corps (N64) 

Turok: Dinosaur Hunter (N64) 
Extreme G (N64) 


Wave Race 64 (N64) $60 
Mortal Kombat Trilogy 64 (N64) 


Doom (N64) 
Tetrisphere (N64) 
Lylat Wars & Rumble Pak (N64) 


Tetris $20 
Itchi & Scratchi’s Mini Put Put $30 


Legend of Zelda: A Link to the Past (SNES) Zombies (SNES) $20 or swap for 


Any Secret of Mana game (SNES) 


Any RPG games (SNES) 
Donkey Kong Country 3 (SNES) 
NBA Jam (any series) (SNES) 
Desert Strike (SNES) 

Super Mario Kart (SNES) 


Zelda 
Home Alone (SNES) $10 
Mortal Kombat (SNES) $10 
Axelay (SNES) $10 


N64 Console + 2 Controllers, 
Super Mario 64 (N64), 
Mario Kart 64 (N64) 

All for $350 


WL TSN Ga 


SHANE SINGH 


53 Essex Park Drive, Endeavour Hills, 


Vic 3802. Tel: 9700 4818 


SIMON JOHN 
PO Box 1412, Mildura, Vic 3502 
Tel: 03 5022 2402 


LEIGH MADDEN 

12 Stinton Ave, Geelong, Vic 3220 
Tel: 03 5229 3616 

SIMON DOCHERTY 


Bayswater, Melbourne, Vic 3153 
Tel: 9729 8529 


STEVEN BURROWS 


Donkey Kong Country 2 (SNES) 
Donkey Kong Country 3 (SNES) 
Doom (SNES) 

Worms (SNES) 

Primal Rage (SNES) 

Super Street Fighter (SNES) 
NBA Jam (SNES) 

Killer Instinct (SNES) 

Killer Instinct 2 (SNES) 


Worms (SNES) 
Ren & Stimpy Veediots (SNES) 
Boxed with manuals please 


Young Merlin (SNES) 
Super Mario Land 2 (Game Boy) 
Terranigma (SNES) 


Donkey Kong Country 3 (SNES) 


945 Mickleham Rd, Greenvale, Vic 3059 Super Metroid (SNES) 


Tel: 03 9333 1437 


HAMISH ROBERTSON 


9 Park Rd, Maryborough, Vic 3465 


Tel: 03 5460 4581 
ADAM 


MegaMan X3 (SNES) 
NMS Issues #1-20 


Super Mario Kart (SNES) 


Yoshi's Island (SNES) 


45 Bonnie View Rd, Croydon, Vic 3136 Theme Park (SNES) 


Tel: 9723 3823 


CRAIG NICHOLLS 
2 Hellyer Way, Endeavour Hills, 


Melbourne, Vic 3802. Tel: 03 9700 5793 


TROY KENT 


7 Balmoral Crt, Rowville, Melbourne, Vic 


3178. Tel: 9752 8032 
DREW VIERDAG 


Micro Machines (Game Boy) 
Theme Park (SNES) 


Earthworm Jim (Game Boy) 


Primal Rage (SNES) 


82 Fraser Rd, Mt Dandenong, Vic 3767 Donkey Kong Country 3 (SNES) 
Tel: 9751 2031 


BILL IRVING 
501 Maroondah Hwy, Healesville, Vic 


Secret of Evermore (SNES) 
NBA Live ‘96 (SNES) 


3777. Tel: 03 5962 4594 
BEN NAISMITH 


28 Browning Rd, Boronia, Melbourne, 


Vic 3155. Tel: 9720 5667 


TOBY CLAY 
PO Box 1139, Sale, Vic 3850 
Tel: 5144 4187 


CLINT DAVIES 
RMB 2345, Yarram, Vic 3971 
Tel: 03 5184 1252 


MAT KING 
P.O. Box 115, Stanehope, Vic 3623 
Tel: 03 5857 2397 


Donkey Kong Country 2 (SNES) 


Mortal Kombat 3 (SNES) 
Doom (SNES) 
Mortal Kombat (SNES) 


MegaMan X2 (SNES) 
Virtual Bart (SNES) 
Clay Fighter 3 (SNES) 


Zelda — A Link to the past (Game Boy) 
Action Replay (Game Boy Hardware) 


Super Mario All Stars (4 games) 
(SNES) $50/Swap 

Toy Story (SNES) + box, manual 
& codes) Swap 

Donkey Kong Country (SNES) + 
box, manual & cheats) Swap 


PilotWings (SNES) 
MegaMan X (SNES) 


SNES Console + 1 Controller + 
Super Mario World (SNES) 
$110 ono 


Super Mario Kart (SNES) 

Super Mario World (SNES) 

Mystic Quest Legend (SNES) 
All boxed with manuals 

MegaMan X (SNES) 

MegaMan X2 (SNES) 

Illusion of Time (SNES) 

Super Mario World (SNES) 

Lunar Pool (NES) Swap 

Burai Fighter (NES) Swap 

Super Mario Bros (NES) Swap 

Mortal Kombat II (SNES) 

Killer Instinct (SNES) 

Super Mario Land (Game Boy) 


Ultraman (SNES) 


Addams Family (Game Boy) Swap 


Killer Instinct (SNES) 


Bubsy the Bobcat (SNES) Swap 


Yoshi’s Island (SNES) 
Unirally (SNES) 
Bubsy the Bobcat (SNES) 


Lethal Weapon (SNES) with 
manual, no box 
Ghoul Patrol (SNES) mint cond. 


Wario and Super Mario (Gameboy) 
Mortal Kombat 3 (Gameboy) 
Must include instruction booklet 
and box as | will 





DETAILS WANTS 


MICHAEL WOOLLEY European Tour Golf (SNES) 
66 Fairway Grove, Rosebud, Vic 3939 — PGA Tour ‘96 (SNES) 
Tel: 03 5986 3114 


NICHOLAS BRYCE Zelda 3 (SNES) 

4 Landra Pl, Greensborough, Vic 3088 Doom (SNES) 

Tel: 9435 6054 Terranigma (SNES) 
Melb Metro area only 


TIM BAKER 
11 Blair St, Ballarat, Vic 3350 
Tel: 03 5331 7262 

Calls from 4-7pm please 


JAY MORGAN 
8455 Colmadai Rd, Bacchus Marsh, Vic 
3340. Tel: 03 9746 1306 


JOSHUA PLEMENUK 
16 Wylie St, Taggerty, Vic 3714 
Tel: 03 5774 7563 


GEORGE STAVRIDIS 
7 Bowes Ave, Niddrie, Melbourne, Vic 
3042. Tel: 9379 0563 


GARY CAMBREY Super Empire Strikes Back (SNES) 
3/36 Rollins Road, Bellpost Hill, NSW Super Return of the Jedo (SNES) 
3215. Tel: 03 5277 0781 


PERM TANMAHAPRAN 
South Yarra, Vic 3141 
Tel: 9826 3529/04 1936 2050 PilotWings 64 (N64) 


MICHAEL LAUTERSTEIN Yoshi's Island (SNES) 
38 Arkaringa Cres, Black Rock, Vic 3193 Super Mario Kart (SNES) 
Tel: 03 9521 9595 


TERRY KIRIAKIDIS 
259 Clarke St, Northcote, Melbourne, 
Vic 3070. Tel: 03 9489 3520 


NICK BADR 
45 Melbourne Rd, Drumcondra Nth, 
Geelong, Vic 3215. Tel: 052 785 635 


Mario is Missing (SNES) 
Aero the Acrobat (SNES) 


Any N64 game 


Wave Race 64 (N64) 
Turok: Dinosaur Hunter (N64) 


Ultimate Mortal Kombat 3 (SNES) 
Mario is Missing (SNES) 
Fl Race (Game Boy) 


BRAD MORGAN 
5 David Close, Kilsyth, Vic 3137 
Tel: 9728 2774 


SEAN BREEN Ultimate Mortal Kombat 3 (SNES) 
25 Sutton St, Chelsea Heights, Melbourne, Mortal Kombat Trilogy (N64) 
Vic 3196. Tel: 9772 2250 Unirally 

Mario Kart 64 (N64) 

Wave Race (N64) 

Yoshi's Island 64 (N64) 


N64 Console 
Any N64 game 
buy or swap 


JOSHUA MACPHERSON 
91 Neil St, Bell Post Hill, Geelong, Vic 
3215. Tel: 03 5277 0276 


RAMANAN RAJENDRAM 
20 Yaltarg Av, Bundoora, Melbourne, 
Vic 3083. Tel: 9467 4662 


Tetris (Game Boy) 
Donkey Kong Land 2 (Game Boy) 
Killer Instinct (Game Boy) 


RYAN O’CONNOR 
11 Hunty St, Moonee Ponds, Vic 3039 
Tel: 9375 2086 


DAVIN LIER 
17A Hillside Parade, Glen Iris, Vic 3146 
Tel: 9809 0975 


Any other N64 game 


NATHAN POYSER 
33 Gardinia Grove, Norlane, Vic 3214 
Tel: 75 1118 


DANIEL MEADOWS Killer Instinct Gold (N64) 
64 Monbulk Rd, Mt Evelyn, Melbourne, NBA Hang Time (N64) — 
Vic 3796. Tel: 9737 0967 PilotWings 64 (N64) 

or any other N64 game 


WILL SWAP /SELL 
Super International Cricket (SNES) 


Primal Rage (SNES) 
Duck Tales 2 (Game Boy) 
Batman (Game Boy) 


Super Mario Bros (NES) $10 
California Games (NES) $10 
Marble Madness (NES) £10 
Bubble Bobble (NES) $10 
Guardian Legend (NES) £12 
Wizards & Warriors 2: Iron Sword 
(NES) $12 
Hunt for Red October (NES) £10 
To the Earth (NES) Zapper needed 
$10 


Teenage Mutant Ninja Turbles 
(NES) $10 
Crackout (NES) $10 


SNES Console + 2 Controllers $60 
Super Mario Kart (SNES) $40 ono 
Batman Forever (SNES) $35 ono 

Super Mario All Stars (SNES) $35 ono 


Mario's Time Machine (SNES) 
Earthworm Jim 2 (SNES) 


Super Mario 64 (N64) $65 
Wave Race 64 (N64) $65 


Primal Rage (SNES) swap only 


Star Wars: Shadows of the Empire 
(N64) 


Super Metroid (SNES) $30 or 
swap 


SNES Console + Controller 

Dr Mario (SNES) 

Tetris (SNES) 

Donkey Kong Country (SNES) 

Donkey Kong Country 2 (SNES) 

Donkey Kong Country 3 (SNES) 

Killer Instinct + CD (SNES) 

Doom (SNES) 

Nigel Mansell (SNES) 

F-Zero (SNES) 

Turbo Controller (SNES) 

Super Advantage Controller (SNES) 
All for $370, boxed with 
manuals, ex condition 


Street Fighter II (SNES) 
Mortal Kombat (SNES) 


Yoshi's Island 
Killer Instinct 


SNES Console 
Mortal Kombat (SNES) 
with some moves 


SNES Console + 2 Controllers + 
Scope + 6-in-1 game (SNES), 
Super Mario Kart (SNES), 
Super Mario All Stars (SNES) 

All for $125 ono 


Super Mario 64 (N64) 
Wave Race 64 (N64) 
PilotWings 64 (N64) 


Donkey Kong Country 3 (SNES) 

Bubsy the Bobcat (SNES) 

Super Mario Kart (SNES) 

SNES Console + 2 Controllers 

Super Game Boy (SNES/GB) 
$200 (as new) 


Terminator 2: Judgement Day 
(NES) $5 


Super Mario 64 (N64) Swap 
Wave Race 64 (N64) Swap 


DETAILS WANTS 


WILL SWAP /SELL 


WESTERN AUSTRAALL, BI 


ADAM MIDDLECOAT Zelda: A Link to the Past (SNES) 
9 Linville Ave, Cooloongup, Perth, WA Secret of Mana (SNES) 
6168. Tel: 9527 5292 Secret of Evermore (SNES) 


ROSS FARRELL Super Mario Kart (SNES) 
40 Penistone St, Green Wood, Perth, WA Worms (SNES) 
6024. Tel: 9448 0499 Lufia (SNES) 


JUSTIN KELLY Prehistorik Man (SNES) 
23 Glenten Way, Ferndale, Perth, WA Super Mario Land 2 (SNES) 
6148. Tel: 09 350 6775 Mortal Kombat (SNES) 


GARETH DAVIES Any good games (N64) 
8 Antrim Court, Woodvale, Perth, WA Any good games (Game Boy) 
6026. Tel: 08 9409 3273 


MARG GIBSON 
Maritana Rd, Kallaroo, WA 6025 
Tel: 08 9402 0227 


DAMIEN WEST 
11 Daring Place, Wilson, WA 6107 
Tel: 08 9451 5081 


Super Mario RPG (SNES) 

Goof Troop (SNES) 

Super Bomberman (SNES) 
Aaahh!!! Real Monsters (SNES) 
Secret of Mana (SNES) 

NBA Jam (SNES) 

Final Fantasy (SNES) 

Final Fantasy 2 (SNES) 

Final Fantasy 3 (SNES) 

Mystic Quest Legend (SNES) 


Donkey Kong Country 2 
Ultimate Mortal Kombat 3 


LUKE DONOVAN 
Unit 5, 79 Ley St, Como, Perth, WA 
6152. Tel: 9313 2179 


CAMERON FORD 
7 Martha St, Guildford, WA 6055 
Tel: 08 9378 1663 


KYLE KENT Turn and Burn (SNES) 
78b Murchison Way, Gosnells, Perth, WA NBA Jam ‘95 (SNES) 
6110. Tel: 08 9398 5591 Cannon Fodder (SNES) 


REECE WAGNER 
9 Cimbor Way, Parmelia, WA 6167 
Tel: 08 9419 5181 


Ultimate Mortal Kombat (SNES) 
Donkey Kong Country 2 (SNES) 
Donkey Kong Country 3 (SNES) 
Mortal Kombat II (SNES) 
Mortal Kombat 3 (SNES) 

Mario is Missing (SNES) 

Tetris 2 (SNES) 

Tetris Attack (SNES) 

Mortal Kombat 3 (Game Boy) 
Super Mario RPG (SNES) 


Super Mario RPG (SNES) 
Ultimate Mortal Kombat 3 (SNES) 
Spider Man (SNES) 

Cool Spot (SNES) 

Claymates (SNES) 

Super Ghouls ‘n’ Ghosts (SNES) 
Syndicate (SNES) 

Theme Park (SNES) 

Alien vs Predator (SNES) 
Aaahh!!! Real Monsters (SNES) 


Secret of Mana (Game Boy) 
Donkey Kong (Game Boy) 


SHAUN MALONEY 
9 Duncton Crt, Leeming, Perth, WA 
6149. Tel: 09 9332 8297 


BRENDAN MARKS 
14 Christian Circle, Perth, WA 6030 
Tel: 08 9562 0012 Golf (Game Boy) 


ALEX LOWE Lufia (SNES) 
16 Allspice Vista, Mirrabooka, Perth, WA Mole Mania (Game Boy) 
6061. Tel: 08 9249 4893 


YOUSEH KOL 
81 Monash Ave, Como, Perth, WA 6152 
Tel: 08 9367 2347 


MICHAEL KOSTIC Wave Race 64 (N64) 
17 Burtenshaw Way, Calista, Perth, WA Blast Corps (N64) 
6167. Tel: 08 9419 5708 Star Wars (N64) 


CHRISTOPHER ZIELKE Zelda 3 (SNES) 
67 Forrest St, Narrogin, WA 6312 Rock ‘n’ Roll Racing (SNES) 
Tel: 08 9881 1995 Secret of Mana (SNES) 
Young Merlin (SNES) 
The Lion King (SNES) 


Donkey Kong Country 3 (SNES) 
Street Fighter Il Turbo (SNES) 
Super International Cricket (SNES) 


Mystic Quest Legend (SNES) 
Winter Gold (SNES) 
Star Wars (SNES) 


Mortal Kombat 3 (SNES) 
Killer Instinct (SNES) 
Alien vs Predator (SNES) 


Super Mario 64 (N64) 
Balloon Kid (Game Boy) 
Spider Man (Game Boy) 


Super Mario 64 (N64) $60 
Shadows of the Empire (N64) $60 
Turok: Dinosaur Hunter (N64) $60 


NES Console 
Any NES games | have 


Bubsy - plus chapter 16 passcode 
Street Fighter II 
Super Street Fighter II 

will swap 2 for 1 


SNES Console plus extra controller 
$100 

Killer Instinct (SNES) $40 

Yoshi's Island (SNES) $40 

Super Mario World (SNES) $30 

Super Mario All Stars (SNES) $30 

Mario Paint, mouse and pad $50 

Mega Man X (SNES) $40 

Spiderman and XMen (SNES) $30 

Battle Toads (SNES) $30 

Mortal Kombat 2 (SNES) $40 

Donkey Kong Country (SNES) $40 


Jurassic Park (SNES) $10 

PilotWings (SNES) $15 

F-Zero (SNES) $20 

Plok (SNES) $20 
Will swap or sell games, none 
have boxes or manuals except 
PiltotWings. 


Kirby's Fun Pak (SNES) 
Mario Paint (SNES) 

Super Mario World (SNES) 

Fl Race (Game Boy) 

Mario and Yoshi (Game Boy) 


Illusion of Time (SNES) Swap/$20 
Kung Fu (NES) Swap/S6 

Digger T. Rock (NES) Swap/$6 
Maxi 15 in one (NES) Swap/$8 
Super Mario (NES) Swap/$6 
Mighty Bomb Jack (NES) Swap/S6 
Rainbow Island (NES) Swap/S6 

A Boy and his Blob (NES) Swap/$6 
Ninja Turtles (NES) Swap/S6 

NES Console $15 


Megaman (Game Boy) $10 
Zelda IV (Game Boy) 


Super Mario Kart (SNES) no box 

Killer Instinct (Game Boy) 

Bubsy (SNES) not swapping for 
Mole Mania. 


SNES console plus 2 controllers 
(boxed) with 2 games: 

NBA Live ‘97 (boxed) and 
Super SFII with converter (not 
boxed) for $150.00 


Super Mario 64 (N64) $75 
Brand new, never played 


Jungle Strike (SNES) 

Bio Metal (SNES) 

Desert Fighter (SNES) 

Super Empire Strikes Back (SNES) 
$40 for each game 





































You too can experience the sound of 
the satisfying thud on the doormat as 
NMS arrives at your house for the 
next 12 months — way before the 
other mugs join the queue at the 

shop! All you've got to do is fill 
in the form below and you'll get 
the next 12 issues delivered to 
your door for the bargain price 
of $65.45 (aus$72 in New 
Zealand and Indonesia). That’s 
12 issues for the price of 11! 
Decide whether you want a 1 
year or a 6 month sub then tick 
the appropriate box on the form 
below and fill in all your details. 


EITHER: Send your cheque/money 
order (together with the completed 
form!) to: 


OR: Phone this number and pay for 
your sub by credit card. 


Please allow 4 weeks for delivery, because our poor old 
Subs department always has a hangover! 


Copy this form if you don’t want to cut up your mag! 


$7.99 
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Conkers Quest, 
Banjo-Kazooie, 
GoldenEye 007, War 
Gods, Lylat Wars, 
Doom 64, Tetrisphere, 
Turok: Dinosaur 
Hunter, NBA Hang 
Time. The Lion 
King, Prehistorik Man. 
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Moya A iale pm balm lelalel(q 
Book. 


$3.99 


Lamborghini 64, 
Extreme G, GoldenEye 
007, Clay Fighter 63'”, 
MRC, War Gods, Killer 
Instinct Gold, Turok: 
Dinosaur Hunter, NBA 
Hang Time, Wayne 
Gretzky's 3D Hockey. 





Please rush me the following issue(s): (please tick). 
d4 DO 56 OF 
I enclose a cheque/money order for 


$ 


Issues #44 & #53 cost $7.99 in Oz and Issue #55 onwards costs 
$8.99. These prices include postage & packing. Please no cash! 


Name: 


Address: 


Town/City 


State: Postcode: 


Phone: 


Please post your completed form with a cheque/money order 
payable to ‘NMS’ (NO CASH PLEASE!) to: 


NMS BACK ISSUES, PO Box 734, Crows Nest, NSW 2065. 
#58 





$8.99 


Automobili Lamborghini, Duke Nukem 64, 


Ken Forsaken, Extreme G, F1 Pole Position, NFL 
Griffey Baseball, Kid Quarterback Club ‘98, Doom 64, GoldenEye 007, 
Icarus, Metroid Il: GEN melas 6312. 
Return of Samus, Radar Harvest Moon 


Mission, Tetris Plus. 4 | 
Alien ercules. 


RvexsUlacctertlolamaatenva(o} Acclaim interview, Titus interview. 


NINTENDO MAGAZINE Men in Black movie. 


AUSTRALIA'S ONLY 
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All American NFL™ action 
in the most impressive 
game ever. The- only 
game with all the teams, TAKE IT TO THE EXTREME 
all the players and the el aliases 


ROADSHOW 
official NFL™ license. INTERACTIVE 


www. interactive. village.com.au 





The NFL Quarterback Club is a trademark of the National Football League. Team names, nicknames, logos and other indicia are trademarks of the teams indicated. 
T / © 1997 NFLP. The PLAYERS INC Logo is an official trademark of the National Football League Players. All Rights Reserved. Cover photography © Vincent 
Manniello, sports-Chrome-East/West. Developed by Iguana Entertainment. Nintendo 64 and the 3-D “N” logo are trademarks of Nintendo. of America, Inc. © 
1996 Nintendo of America. All other trademarks are trademarks of Acclaim Entertainment, Inc. TM / © & © 1997 Acclaim Entertainment, Inc. All rights reserved. 
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